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Trilohyte Feature 

Cliff Smith travelled Stateside to find out just what it is 
that promises to propel Trilobyte to the top of the 
developers’ league. 
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Racing Ahead Feature 
As the Formula 1 season begins to really liven up, we take a 

look at a selection of the more promising racing games due for 
release throughout 1998. 


Hegulars 


On Your CD 


This month we have two CDs for you to enjoy. One is 
packed with all the latest demos, the other has 
everything Forsaken. 


Front Lines 


News on Quake III, Championship Manager 3 and Heavy 
Gear 2 can be found on the frontline. 


On the Drawing Board 


Find out the latest on a whole host of GT Interactive 
products in this month’s On the drawing board section. 


First Sightings 
Blade — we reckon this could be one of the biggest hits of 
the year. All is explained in our exclusive First Sighting. 


Previews 


An exclusive look at С&С:: Tiberian Sun and LucasArts’ Force 
Commander headline the previews. 


Showcase 
World Gup ‘98 — we take a look at how work is 
progressing on EA's World Сир 98. 


Reviews 


Motorhead, Starcraft and Ultimate Soccer Manager ‘98 are just 


a few of the games under our scrutiny this issue. 


Budget Reviews 


Got a tenner to spend, but don’t know what to buy? Then 
check out our comprehensive budget reviews. 


Digital Entertainment 


If you're looking for something to broaden your knowledge, 
then this is the place to look. 


Penüitimate 


Once again we open the forum to allow UPC readers to 
have their say. 


Wired Gaming 


News, previews and reviews on all the latest online games. 


CyberSpace 


Having scoured the Net, we bring you some interesting 





and informative reviews on some of the best and worst 
sites around. 


Tips 
Journeyman 3 — complete walkthrough 
Imperialism — А strategy guide 
ТОСА Touring Gar — Players Guide 
Mini Tips — cheats and tips 


If issue nine of Uttimate PC has left you hungry for more, 
then why not order some back issues? 


Next Month 


A full run-down of what we have lined-up for the next issue. 
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Tiberian Sun 


‘An exclusive preview of Westwood’s follow-up 
to the best-selling C&C: Red Alert. 
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расан Among the hordes of playable demos оп this month's 
D | Urmare CD we have Motorhead, ККМО2 and new levels 
іы for the original Tomb Raider.. 





Disk Seven 


Publisher: Gremlin Release: Out Now Platform: Win 95 Controls: Keys 


remlin are by no means new to great racing games. In the early 
90's they released their hugely successful series of Lotus Turbo 
Challenge games. Nearing the new millennium, the company have 
decided to use their talents once again, this time producing a futuristic racing 
game called Motorhead. And boy is it a corker! 

Once you've installed the game, you can either choose a hi-resolution or low-resolution game, depending on the 
speed of your computer. 

To get straight onto the track, hit the Enter key on the main menu and then rev up your engines for some serious speed. 
To control your car use the directional keys, and to change views use 
the ‘F’ buttons. Then just tear around the track as fast as you can - 
simple as that! 

The full game boasts eight different tracks, ten powerful cars, more 
than 100 sound effects, and to make the atmosphere even appealing, 
there's nine groovy soundtracks. 
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g its Publisher: Ocean Release: Out now Platform: Windows 95 Controls: Mouse 








; Wlefore you install this demo, it's probably best to let you know that the 
game will take up around 170MG of space on your hard drive, so check 
your available disk space before attempting to go any further with KKND2. 
After sitting through the lengthy and most impressive intro 
sequence (well worth watching), you are then invited to challenge 
2 A de the computer in a single player strategy game where a broad 
| | | ТЕППЕ selection of different life forms roam the land. As with most games 
3 of this genre, erecting buildings is necessary to strengthen your side, as is moving your characters to various positions 
ready for encounters with rival groups. 
To learn more about the demo and the control system, make sure you take a look at the Readme file which can be found in 
the KKND2 folder on your hard drive. Alternatively, when the installation has finished there is an option to view it. 
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installing any new software, 
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Hello and welcome once again to 
the Ultimate PC CD-ROM 
Co sc Coverdisc 












Publisher: Take 2 Release: Out Now Platform: Windows 95 Controls: Keys, mouse 


Moor Command is Таке 275 brand new warring simulation with a 3D real-time engine. Strategy plays an important role іп 
the game as players progress through missions, ordering their range of air-bound tanks, turrets and buildings. 

Our playable demo lets you get to grips with the control system, which many of you will find cumbersome to begin with. By 
pressing the Escape key in the game, you 
can then access a Help screen with full 
details on the controls. 

Although the game looks similar to 
Battlezone as far as 3D immersion goes, 


pec — У the demo does not allow you to physically 


x enter any of the units, and you will find 






















мз yourself using the satellite view for most 
е of your commanding. 
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Publisher: Eidos Release: Out Now Platform: Windows 95 Controls: Keys, pad 


И ћапсе5 are, if you've recently bought Tomb Raider II, the original version of the 
game will be collecting dust by now. Well, it’s now time to reach for the Mr Sheen, as 
we have a brand new selection of levels on this month's cover CD. That's 
right, if you own the original Tomb Raider, lovely Lara can be brought back 

/ to life, entering the City of Khamoon 
74. once again... this time for some 
Unfinished Business! 

There are four levels on offer, 
extending the original game for no 
extra cost. Just select the button from 

the Џитмате CD menu and the new 
+ levels will be installed into your 
existing Tomb Raider directory. 
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Publisher: Electronic Arts Release: Out Now Platform: Windows 85 Controls: Keys, pad 


EU ® Ga | 


| Ince the game has finished unzipping, a folder on your hard drive will have been created called 
'tp99demo: The file you then need to run has the same name. Double click on this icon and you'll find 
yourself at a menu screen where various buttons are shown. For the playable demo, the only one 
which can be selected is called Home Run Derby. Click on this and another screen will be displayed 
where you have to choose your batters. Then it’s time to get hold of your bat and start swinging. Hit 
the enter key to take a swing and see how far you can get the ball. It’s not as easy as it sounds 
though; balls travel at very high speeds and timing is essential to 
get a good hit. To change the camera angles, just press Escape and 
choose the option from the menu. 

If you enjoy the demo and are interested in getting hold of the 
full version, it features six different modes of play, all 30 MLB 
stadiums, 1300 stats for each player, the 1998 team rosters and 
numerous camera views. 
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roy your rivals. 


Publisher: Psygnosis Release: Out Now Platform: Win 88 Controls: Keys ы: 


armchair оп a Sunday afternoon, you can still enjoy all the thrills and spills of the sport оп your PC. The full version of F1 '97 keeps Murray Walker alive with full 


commentary from the motor sport guru plus sidekick Martin Brundle. 
This playable demo gives speed freaks the chance to either compete in an arcade race or 


attempt to win in a more realistic simulation mode. In either mode, you have five laps to 
complete in your attempt to reach pole position. 

The controls are very simple: “А accelerates, ‘Z’ breaks and use the 
direction keys to move left and right. 


Ш.Е. followers of the popular sport will know, the Formula One season has just kicked off. And now, thanks to Psygnosis, when you're not lying back in your 
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LARINI 17 THIS LAP 
SAUBER PETRONAS 262 








Publisher: GT Interactive Release: Out now Platform: Win 95 Controls: Keys, pad 


ans of cute game characters will no doubt warm to this fully playable demo of GT Interactive's Abe's Oddysee. Abe is an alien 
creature who luckily manages to escape from the meat factory where he's been a slave for some time. His enthusiasm to get out is 
j э given a kick-start after hearing that his people are next in line to be put 
through the system for mass consumption. Scary stuff. 

Through the levels, Abe is required to use his many skills in order to overcome 
other creatures in his bid to rescue his buddies who're still stuck in the meat factory. 
The game is styled in a similar way to that of the hits, Another World and 
Flashback. It's a side-on game that 
requires quick thinking, precision 
reactions and some puzzle-solving. 
The demo will allow you to learn 
why Abe's Oddysee is in a world 
of its own. 









Wilithough Heavy Gear has been on the shelves for some time now, it 
was only recently that Activision put together the playable demo for the 
game. Why? We don't know, but it's still well worth checking out. 

If you enjoyed the Mech series of games, or just have a passion for roaming around open land in a giant robot, 
armed to the teeth with a nice selection of deadly weapons, look no further. This demo will give you the 
opportunity to learn how to use your Heavy Gear with a few training missions, 
and then, if you feel up to it, it's time to enter one of two fully blown missions 


against rival units. — EX, с | 
The controls are as follows: 1-9 - Throttle; Left/Right arrows - Turn; Space sm 





a 
- Fire selected weapon; Enter - Switch weapons; E - Target enemy; S - Stand; zi \ 
Backspace - Reverse; ‘<' ‘>’ - Turn torso; W - Wheels on; Shift & Left/Right Р A cH 4 
arrows - Side step; Tab - Crouch; P - Pick up/drop weapon. y; Wa 
A more detailed summary of the controls can be found within the game. CEN | 
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on a flight simulation, Advanced Tactical Fighter is well worth a look. 
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Publisher: Electronic Arts Release: Out Now Platform: Windows 85 Controls: Keys, stick 





KB time to reach for your chopper in this, Electronic Arts’ helicopter 
simulation, Longbow 2. Back in issue five, we reviewed the game and it 
received 86%. However, the demo was only recently made available. 

To make the most out of the demo, it’s best to get a flight 
stick connected, otherwise you'll be forced to put up with the 
keyboard commands. Full details on supported flight sticks and 
further information on the game can be found in the Readme file, in the Longbow 2 folder on your hard drive. 

Although just one ‘copter 
is available to you in the 
demo, in the full game there 
are three to choose from: the 
AH-6D4 Longbow Apache, 
the OH 58D Kiowa Warrior 
and the UH 60L Black Hawk. 











Publisher: Gremlin Release: Out Now Platform: Windows 95 Controls: Mouse 
E Г 
|| remlin's latest sports дате was reviewed in issue seven and 
received a well deserved 87%. It boasts great visuals, two 
different control methods (mouse swing or three-point click) 
and most of all, realism which is hard to beat (or come on par . 
with!). This fully playable demo gives you the chance to enter practice mode, giving you the opportunity to get to grips with the control method you 
choose. Once you've mastered the system, try and get the ball in the hole! 

In the full game you are able to dress up your player, 
compete on a huge variety of courses and choose one of a 
few modes of play. 

Not content with the visuals, sound effects and great 
gameplay, to make things even more realistic, the voices of the 
BBC's very own Peter Alliss and Alex Hayes have been 
implemented - in fact there are more than 3000 samples in all. 









SE 
| У ћадои Master is Psygnosis' new first-person shooter where players drive around in а high powered, well armoured vehicle. Like 
Quake, you are put up against wave after wave of monsters and are required to take them out with a variety of 
weapons at your disposal. Unlike Quake though, these have primary 
and secondary functions, giving much more variation and control. 
As you will notice, the engine runs very smoothly, especially if you 
have a 3D accelerator card installed in your machine. 

This demo allows you to play a single level in single player 
mode, or alternatively, if you have access to a local area 
network, you can get a few people together and have a 
multiplayer game. 

To learn the game's controls, open the Shadow Master 
folder on your hard drive and then double click on the 
Readme file. 
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Publisher: Cendant Release: Out Now Platform: Win 95 Controls: Mouse 





| Infortunately, if you don't have an Internet connection you won't be able to make 
use of this demo, which has been created solely for online battles. The game is 
Cendant's latest futuristic offering and is styled in a similar way to the series of Mech 
games. Developers, Dynamix are saying that when released, the game will be a "Squad 
Level Futuristic Combat Game." 
We are expecting the game to be incredibly popular over the Internet, with unlimited 
amounts of players able to play on selected servers. Watch out for a full review soon. 





Publisher: Sierra Release: Out Now Platform: Win 95 Controls: Keys 





loing up to the mountains and getting kitted up for a skiing session can be a quite a hassle. But now Sierra 
have come up with a new game which puts PC owners straight on the slopes in a fast-paced simulation. 

Ski Racing is part of Sierra's new Sports range of games and invites fans of the sport to slide down a selection of courses in a bid to 
become ski champion. This demo will allow you to try for yourself the fast courses which will require you to avoid barriers, 
manoeuvre through flags and reach the finish line without missing any gates or crashing. 

Although the keyboard commands are incredibly simple to learn, actually ensuring that you cross the line is more difficult than 
you'd expect. Turning at the correct point is essential, and one error could leave you without a chance of succeeding. 







Publisher: Acclaim Entertainment Release: May Platform: Win S5 Controls: Mouse, Keys or stick 


EB his month we've got a real treat for you! Following on from last month's rolling demo of 
Forsaken, this month we present you with an extra cover disk featuring a fully playable demo, so 
you can see for yourself why we think it’s the best game ever. The disk contains two single 
player levels, a multiplayer arena, a selection of bikes, and as a bonus, some screenshots and an 
interview. The single player levels are the first two levels of the full game, so if you can 
Ф: survive them you аге off to a good start. 
NA Forsaken, developed by Probe, is a radical new 3D action game with the most amazing 
graphics and intelligent enemies we have ever seen. Your job is to fly 
around the levels on an anti-gravity hoverbike solving puzzles, collecting power-ups, blasting enemies 
and desperately trying to stay alive. Mere words cannot convey the brilliance of this game, but you 
should read the review in issue eight anyway. 
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THE DRUG BARONS OF COLUMBIA ARE ABOUT TO GET REALLY WASTED! 


гүз" тоң. 
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Quake IIl, Heavy Gear Il and Championship Manager 3 are just а few of the 
games covered in this month’s exhaustive news section. 


#5 said that no journey is 
too great if you find what уоште 
looking for, and this was 
certainly the case when one of 
our intrepid reporters flew over 
to the States 10 · exclusive 
look at о е 
Tiberian Sun. This third | 
installment of the C&C series | 
looks absolutely stunning and | 
promises to be one of the bigge: 
games of the year. For the full 
lowdown on what you can expect 
from Месно ч flick 
through the pages and you'll find 
a comprehensi later in 
the magazine, 

Tf strategy is m MT 
though, and you’ г jump 
into the cockpit one of 
today’s most adv: fighter 
planes or attack ers, 
then our previews 4 
Місгоргове5 = XQ 

| 4.0 + Mindscape's highly 
pro |, Team Apache кені” 
4 - you are after. 

Despite the fact that Easter 
has now passed us by for 
another year, there’s still a 
good ber of reviews this 
month. Unfortunately, the 
overall quality of these games 
isn’t up to the same standard 
that we have enjoyed recently, 

| although Motorhead, Stai E 
and Ultimate Soccer " | 
^98 stand Ж as being athe 
special, and each is well worth 
taking a look at. am 

As usual, this month's 
magazine is packed with tips 


and solutions as well as reviews 
— Towards the back 
of ll find a 
full walkthrough to Ы Orb's 

E аџтпеутопиду n 3, a strat quide to 


Ieri and hints and tips for 
Ys ng Car Cha ionship.. 


ine thing - many of you 


will be k^ ing through the pages 


1 to find the X-Files 
i promised y 5 
! , but unfortun: 


I кашк agi tes 


us and «А had to р 
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Heavy bear 2 


ctivision are looking at a Christmas 98 release for 

their eagerly awaited sequel Heavy Gear 2. The 
original game was well received by the gaming press 
despite having relatively primitive graphics and a limited 
number of useful weapons. The follow-up seeks to improve 
on this in every way. The core of the game is an entirely 
new graphics engine capable of sustaining forty frames a 
second and radically improved landscapes. Since the same 
company are behind the awesome Battlezone, 
there can be no doubt of their abilities. 
Feature planned for inclusion are 
realistic weather 
conditions, advanced 
enemy AI, and a huge 
arsenal of new and 
exiting weapons, including 











asers. There will be a 
greater element of tactical 
planning involved, with an 
improved HUD giving you 
he ability to control other 
units on the battlefield. 

The plan as it stands at 

he moment is for forty 
single player missions, which are preceded by ten training 
missions. Activision are no strangers to successful online 
gaming as the incredible popularity of Quake and Quake II 
estifies, so it is no surprise that there will also be thirty 
multiplayer arenas, and up to ten people should be able to 
compete head to head. 

One unusual thing about the game is that it 
is being written exclusively for use with 3D 
accelerator cards. Activision are obviously 

assuming that most PC game players will have 
one of these wonderful gadgets by the time the 
game is released, and they may well be right. ш 











The original Heavy Gear suffered for the lack of weapons and its inferior graphics, but the developers are confident this won't be a problem with the sequel 








Total Riven experience 


As of the end of March, it's now possible to pick up a 
copy of Red Orb's Riven bundled together with a set of 
headphones. This bundle will sell at the same price as 
the original game. The idea behind the plan is to draw 
players even deeper into the immersive environment 
that exists within the game. A deal has also been struck 
with Virgin Records to produce a soundtrack CD with 
the music from Riven and Myst. 


Rainbow Six 


Red Storm Entertainment's first release, Politika, failed 
to make much of an impact on the video games industry, 
but they are confident of making more of a name for 


themselves with the forthcoming release of Rainbow Six. 
Players will lead a task force of elite soldiers in a 
number of missions against a group of terrorists. Players 
will have to plan their missions and then carry them 
through to success. One mistake and it’s game over! 


Chariton for Soccer Nation 


More news has filtered through regarding Attica’s 
take-over of Soccer Nation. In a move that's 
obviously designed to raise the profile of the 
faltering title, Attica have signed Jack Charlton to 
promote the game on the box. Such a leading light 
in the world of football can only help the game as it 
tries to recover from the countless rescheduled 
release dates. 





Championship Manager à 


ports Interactive, the development team fronted 

by the Collyer brothers and responsible for the 
Championship Manager games, have at last released some 
screenshots from the eagerly-awaited Championship 
Manager 3. One of the few criticisms levelled at CM2 was 
that its text-driven menu system was not the most 
manageable, but, as we reported several months back, 
these screenshots clearly show that the new game will use 
a Windows '95-style pop-up menu system that should 
enable players to get around the game much easier than 
before. As well as the new control system, these 
screenshsots give us some idea of the number of leagues 
the will be available in the game. It is hoped that there 
will be up to 16 different leagues from nations all around 


the world giving players much more scope to move around. 


Inter-toto Cup 


irsonia 
idzew Lodz & 
ЕК Larnaca 


Tomb Raider movie 


fter months of rumour and 
speculation, Eidos Interactive 
have finally confirmed that 
the film rights to Tomb Raider have 
been licensed out to Paramount 
Pictures. Although details about 
the film and who will star in it 
have yet to be announced, it 
seems a whole host of beauties, 
including Liz Hurley, are queuing up 
for the role of Lara Croft. The film, 
which is to be produced by Lawrence 
Gordon (48 Hours and Another 48 Hours) 
and Lloyd Levin, is to be a live- 
action film, so expect lots of 
fireworks and explosions. 
With two established 
producers behind the 
project and six million 
sales of Tomb Raider I and 
II proving that Lara Croft 
holds mass appeal, the movie 
seems destined to be one of 
the biggest game-based films 
ever. Joe Goldwyn, President at 
Paramount certainly seems optimistic 
about the project, commenting, "We 





/ 
















The game is also being designed so that other leagues сап 
be easily incorporated into the game as an add-on. 

Although it's impossible to tell from these screenshots 
(which only really give us an idea of how the game will 
look), it's also been reported that CM3 will boast a far 
more advanced tactical editor than the one seen in its 
predecessor. As well as this, the Championship Manager 
game will, for the very first time, feature coaches who 
can be employed to train the player's team. ш 





Select League(s) 
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are thrilled by the possibilities of this film project. We 
are confident that the pairing of Eidos, a leading 
company in the cutting edge world of video 

А games, and producers, Lawrence Gordon and 

| Lloyd Levine, will result in a ground-breaking 

| live-action movie with world-wide appeal." 

| The licensing deal between Eidos and 

i Paramount is another clear sign of the growing 

В link between the video entertainment industry 

©; / and Hollywood. In recent months work has 
| [I begun on the Wing Commander movie, and 
! 





























here's talk of a Duke Nukem movie іп the 
pipeline as well. ш 
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Real-time strategy Trekking 


News has filtered in to the UPC offices that 
Interplay's next Star Trek game is to be a real-time 
strategy affair. Traditionally, Star Trek games have 
been point and click adventures, with players usually 
assuming the roles of the famous crew. However, Star 
Trek: Starfleet Academy signalled the start of a move 
by Interplay to take the Star Trek license to where no 
Star Trek game has gone before! 


Psygnosis to dominate globe 


Psygnosis have announced their latest plans to take 
over the globe with the confirmation of the forthcoming 
release of Global Domination. Set within the Universal 


Tactical Response Agency, the game will challenge the 
speed and skill of players as they look to complete 20 
increasingly difficult missions. Players will have an 

impressive arsenal of different weapons to help them 
when the game is release towards the end of the year. 


Kevin Hodges’ fool 


Apologies to anyone who fell for our April Fool's joke 
in the last issue (not that many of you did). As several 
of you guessed, Kevin Hodges’ Footballing Masterclass 
was nothing but a creation of our twisted minds to 
celebrate the annual jape day. Shame though, мете 
sure it would have been a big hit and could well have 
dethroned Championship Manager 2 as,the king of 
football management games. 





Empire at War 


he ever-productive stables of Empire 
interactive are poised with a legion of war 
simulations ready to roll across Europe, and a 
cricket game for good measure. Er, pardon!? 

First up is Apache-Havoc from Kidlington-based 
developers, Proactive. As the name suggests, this is 
a helicopter flight simulation featuring everybody's 
favourite gunship, the American Apache, and the 
Havoc - the Eastern Bloc's equivalent. Budding 
Stringfellow Hawks will have to sit tight for a 
while longer as release isn’t scheduled until Q4 this 
year. However, with a 3D engine designed to give 
great graphical detail even at low level, serial, 
modem and Internet play and a fully modelled 3D 
virtual cockpit, Apache-Havoc is definitely one to 
keep an eye out for. 

Armchair generals who revelled in the WW2 
scenarios of Eastern Front will be pleased to learn 























of a new mission pack. The ambiguously titled, 
Eastern Front Mission Pack 1 will enable players to 
take on the role of the Poles, Hungarians, Finns, 
Slovakians, Italians or Romanians. There'll also be 
seven new campaigns and 50 new battles which all 
mounts up to a pretty monstrous new challenge. 

As if that weren't enough, hardcore hex fans 
can also look forward to (deep breath) The 
Operational Art of War — Volume 1: 1939-1955. 
Take part in every major theatre of every major 
conflict of the period, and if that isn't enough for 
you there's Operational Art of War – Volume 2: 
1956-2000 to look forward to, by jingo! 

Slightly more interesting in concept is Tribal 
Rage. Not to be confused with the dire dinosaur 
beat-'em-up of similar monicker which insulted 
arcade players a few years back, TR is a real-time 
strategy affair set in the year 2030. As usual the 
entire planet has been laid waste by war and the 
folly of man and we return to the tribalistic ways of 
the past. There are six tribes in all, including gun- 
toting Elvis Presley's and buxom biker chicks 








battling it out in a strategy game which for once 
doesn't take itself too seriously. A scenario editor 
and the ability to create your own customised units 
are among the features, and all being well we'll 
have a full review next month. 

Finally comes International Cricket Captain. 
Despite the name, you can choose to manage any of 
the English county sides as well as the international 
teams. Loads of stats and commentary by Jonathan 
Agnew are set to make this the definitive cricket 
game of all time... ahem. Not that there's an awful 
lot of competition, but still, if this most gentle of 
sports is your thing, you might want to check it 
out. We'll get the cucumber sandwiches in for 
next issue! 8 











Real-time strategy games may never be the same again once Empire Interactive's Tribal Rage, with its trigger happy Elvis Presleys, hits the street. Still, there's always the more conventional Eastern Front mission pack! | 
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+ Буоџегпеану а quarter ofa million sqirare miles ot real wortd terrain! 

“ Fully active point-and-click cockpit and accurate, highly-detailed avionics. 

* Enhanced Dynamic Campaign System (TALON™ - Total Air and Land Operations Network) - 
Never play the same mission twice! 

* New Texture Dithering Feature greatly enhances low level terrain detail. 

* Compatible with new AGP (Advanced Graphics Port) equipped computers. 
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Speak in tongues 


United Interactive have just announced details of their 
new 3D action adventure game set to battle it out with 
the likes of Tomb Raider and the rest. The game is said 
to have a more of an arcade feel than the new Gremlin 
game, Blade, but the setting looks to be very similar - 
11th Century action with a bunch of knights shielded for 
protection. Players will have to run about trying to find 


The Aliens are coming 


Beam Software are maybe not the most well-known of 
developers, but with Alien Earth waiting to invade our 
stores later this year that will soon change. The game 
is classed as an action adventure, set far in the future 
when an alien race called the Raksha have enslaved the 
planet. Players have been released into the jungle to 
be hunted by the aliens. You must collect objects and 


Seductive 


The new game from Aftermath Media is something a little 
different. It is called Tender Loving Care and involves the 
player in a full-on psychological thriller. The game is 


based around a young couple who have lost their daughter 
in a car accident and the husband has called in a nurse/ 
psychiatrist to deal with his wife (she still believes she is 
alive). The game puts the player right in the thick of it 





a God-sent artefact and destroying all-comers. weapons to survive, but it won't be easy. 


and asks pertinent questions, all using video technology. 





Attica Socc the Nation 


ttention, footy fans. More news is breaking on the much-awaited 

management game, Soccer Nation, originally to be published by 
Sunsoft. Developers Crush! have unfortunately gone into administration 
(American legal speak for soon-to-be-defunct) and Attica have moved swiftly, 
not only to acquire the rights to publish the game, but also some of Crush!’s 
assets as well. 

The game, set to tread the tightrope of combining management with arcade 
action is due out in mid-May. The question of whether you can mix these two 
genres and do either one justice has yet to be answered successfully, but the 
phrase ‘Jack of all trades, master of none’ springs to mind. 

SWOS has been the only notable success so far, but to be fair the 
management aspect was very basic. Can Soccer Nation be the one to 
succeed where all others have failed? Find out next month. I 


Тағ igitari Full Боса SETA 





I hter: Full Burn 


he latest, and potentially greatest in the 
highly regarded Jetfighter series is heading this 





way fast. Published by Take2 Interactive, Jetfighter: Full 
Burn is set in a politically precarious near future. For a 
flight simulation the plot is almost 


After numerous dela 
Codemasters’ classic 
Machines is finally heading for 


the PC, and we should have a full 
for you next issue. From 


the code we ti seen, 
the game pro to deliver the 


same fast Poi ои5 arcade 


raci ion that 

hit on the PlayStati 

Drive with the added 
real 3D environments, Wi 


different vehicles, including 
and powerboats, plus dozens 


меа this could be the be: 
жы... title to di 
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We're still waiting on a reviewable code, but it looks the business! 


















Frederick Forsythian 
in complexity. 

To cut a long 
story short, Russia falls into depression and in a desperate 
attempt to re-establish fiscal parity, the Red Army steams 
into Norway to pilfer their massive oil reserves. Anyway, 
you get to pick your allegiance and fly a selection of 
ultra-modern jets in a series of campaign-based missions 
which will ultimately affect the outcome of the war. MMX 
and 3D accelerator cards will be supported with up to 
eight players for some serious airborne action. Jetfighter; 
Full Burn will be scrambled very soon! B 


>». 

















World бир fever 


Hasbro continue their aggressive marketing plan that 


consists of making any well known ‘thing’ into a 


Monopoly game. This time it is the turn of the World 
Cup. Not content with reaping the rewards of their 
recent Star Wars version of the game (which has shifted 
400,000 units so far) Hasbro have timed this release 
perfectly. The game will feature all the teams and 
stadiums but still using the main Monopoly gameplay. 


The Kingdom gets bigger 


Last years highly successful real-time strategy game, Seven 
Kingdoms by Enlight Software is set to return this year in 
an updated form. The new titles will be called Seven 
Kingdoms Plus and will have all new terrain including snow, 
and three new cultures: The Indians, Zulu and Egyptian, 
which should add some new ideas. The game will also 
consist of ten totally new scenarios to work through, so if 
you thought your empire was big enough, then think again. 


What a glorious pair 


And you'd better believe it, in both senses of the word! 
Always a company that likes to keep abreast of public 
demand, Eidos are to further tit-illate PC owners with a new 
double pack featuring the bra-illiant Tomb Raider and а 
Lara goody bag bulging with hidden delights including a T- 
shirt, playing cards, sticker, mouse mat and set of three 
8"x6" prints. Stocks are limited though, so you'll have to 
go for your local software stockists jug-ular to get a copy! 





Get in on the Activision 


ancy a bit of top retro action? Then Activision have just the game for 
you with an update of the classic Asteroids for your PC. Powering into 
the third dimension, this timeless classic will, we're promised, retain all the 
playability that made the original so popular while packing in all the style and 
graphical splendour we've come to expect of late 90s shoot-'em-up. 

Now then, if you're anything like us you'll spend a good deal of your time blasting 
away at Quake II, but if you find the fantasy genre more to your taste then get ready 
for Heretic II. Using the Quake II engine, this promises to take the Heretic/Hexen 
series to new levels of playability. The busy publisher is also catering for RPG fans 
with Legend of Five Rings. Based on ancient Japanese and Chinese folklore, the title is 
a conversion of the card-based table-top game which have apparently sold 100 
million since their launch in 1995. Intuitive combat and an attractively realised 
representation of the mystical Orient in 
full 3D should make this a mythical 
experience not to be missed. 

And last but not least is beneath. 
The player is cast as Jack Wells, a 
pioneer pilot, adventurer and all- 
round exciting dude in an Indy-esque 
adventure which'll test your arcade 
skills and puzzling abilities to the 
limits. Get ready for archeological 
Mayhem in the Autumn Ш 
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Acclaim go south 


f you have access to Sky TV the chances are you've at least heard 
of, if not seen the unique and anarchic animated comedy show 
South Park. If not, it's on Sky One at 10pm Saturdays. The programme 
began as part of Comedy Central on cable in the States and quickly 
established a massive following with all the merchandising spin-offs to 
which such cult status inevitably leads. Three to five million viewers per 
episode can't be wrong. As a result of this success, software giants Acclaim 
have snapped up the rights to produce a game based on the adventures of 
Kenny, Stan, Cartman and Kyle to be released sometime in 1999. "We have 
married the leader in the video game industry with the King of cable 
programming," enthused 
Lisa Shamus of Comedy 
Central's licensing 
company. And who are 
we to disagree? B 
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Sense and Sensible Soccer 


With a cast of thousands, including some of the world’s 
biggest stars and all in authentic costume, Sensible World 
of Soccer remains one of the most playable football 
games ever written. And now the definitive version - the 
96/97 Edition - can be yours for a steal at just £12.99 


GT go for Replay value 


Hard up, economising or just tight as a quacker's crack? 
If any of these apply to you then GT are going to be 
high on your Christmas card (home-made, of course) 
list. A new batch of games are coming out on the busy 
publisher's Replay label for just £9.99. The titles 
include Puzzle Bobble, Imperium Galactica, S.P.Q.R and 9, 


More joy of Hex 

It's every hacker and slasher's nightmare; Hack! Slash! 
Hack! Slash! Hack... ‘Congratulations, you have completed 
the дате; Aaaaargh! No more hacking and slashing, 
whatever will we do? Hexen II fans currently suffering this 
traumatic experience can satisfy their bloodlust by 
investing in a copy of Activision’s new mission pack, 


Less than half the price of a snog off Emma Thompson! 
Only joking, but it’s still damn good value, and if 
don’t own a copy already you no longer have any exc 


Tuck in to Friar 


his summer, Black Friar will release a number of new 
titles to follow the recent arrival of Jazz Jackrabbit 
2. Even though Jazz looks a bit dated now, the other new 
games on Black Friar's roster could prove to be top stuff. For 
all those of you out there fascinated by the exploration of 
space, you may be interested in the first of these titles, 
Apollo 18: The Moon Missions. This original looking 
game has been endorsed by NASA (hard to think they 
would be bothered with games, must be the cut-backs!) 
and has been designed as a flight simulator. It will 
certainly make a change to pilot a Saturn V rocket to 
the moon. Expect to see lift off in July. Continuing on 
the theme of flight sims, ACM 1918 takes you back to 
World War 1 in a game that looks to be along the lines 
of Red Baron. The game will have full multiplayer 
support, so you know you can re-live the whole 
experience more realistically. On a lighter note, August 
sees the release of the Rocky Horror interactive game. 


Portal of Praevus featuring 15 all-new hacking, slashing 
levels. Hack! Slash! Hack!... Aaaah, happy, happy, joy! 


so start counting out those pennies, my little Fagins, 
and remember - never a lender nor a borrower be. 











Comedy capers narrated by Christopher Lee and even starring 
an original cast member, Richard 0” Brien. Why, you ask? Well 
this year is the show's 25th anniversary of course! IN 


Top World War 1 action in fine form 
which, by the looks of things, 
could outshine Red Baron I 


ЈЕДЕ) | 


Publisher: Cendant Developer: Blizzard 


E lizzard's StarCraft has finally arrived and proves to have been well worth the wait. With distinct 
races, an abundance of different units and a thoroughly challenging AI, plus of course, all the usual 
multiplayer options, this is one of the best real-time titles we have seen in a long time. Graphically it looks 
stunning and the control interface makes what could have been an extremely complicated game remarkably 
easy to get in to. | 


Publisher: Cendant Developer: Impression 


Р hampionship Manager 2 faces its first serious challenge to its crown with the release of Impressions’ 
Ultimate Soccer Manager '98. No other football management game gives players such an extensive 
selection of clubs to manage, what with six national leagues all running concurrently. The thing that really sets 
this game apart from its competitors though is its advanced tactical editor which allows players to customise 
their own formations and set piece moves. W 


Battlezone 


Publisher: Activision Developer: Activision 


| his reworking of the arcade classic is a truly fantastic game with glorious graphics, wonderful 

gameplay and gripping multiplayer action. By mixing elements of real-time strategy with 3D action, 
Activision have created one of the most stunning titles of the year, so far! Set during the sixties, the game 
pits the Russians against the Americans in a titanic space conflict for valuable materials that could help tip 
the balance in the Cold War. Ш 
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BURNING PLASTIC 
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with the little p astic soldiers-of your.childhood. With 30 ) 






different action рас ed missiogs and an arsenal of terrifying weaponry at your disposal, you 
can recreate the mpther of аШ conflicts in this real-time strategy shoot'em up. With deadly 
airstrikes, tank assaults and flame-throwers to counter, Army Men is anything but child's play. 
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Ubi Soft Entertainment Ltd., Vantage House, 1 Weir Road, Wimbledon, London SW19 80 
Tel: 0181 944 9000 • Fax: 0181 944 9400 • e-mail: techsupport@ubisoft.co.uk • http://www.ubisoft.co.uk 


©1998 The 300 Company. 300, Studio 300, the 300 logos and Army Men are trademarks and /or registered trademarks of The 300 Company. All other brand or product 
names are trademarks and/or registered trademarks of their respective holders. All rights reserved. Published under license from The 300 Company by Ubi Soft Eritertainment 


Saucy new Birds online 
Award-winning online air combat game, WarBirds from 
Interactive Magic, is being upgraded with a version 2.01. 
The update will feature eleven new World War 2 aircraft, 
new cockpit artwork, new sounds and enhanced damage 
modelling so damaged planes will actually appear shot-up 


on-screen. Support for players with 3D accelerator cards 
will also be provided to enhance the game's position as 


Attention Quake 11 fanatics 
Abyss of Pandemonium is the new Quake II expansion 
pack which promises to make the world’s greatest 3D 
shoot-em-up even more incredible than ever before. 
Enhancements to the graphics engine will make things 
look even slicker, with 245 textures, 16 new levels, six 
new bad guys and, most intriguingly,, four lovely new 
weapons to add to the already awesome Quake 
armoury. Prepare to enter the Abyss any time now! 


Dredded pinball 


Mega City One’s top cop trades in his regulation 
Lawgiver for a pair of flippers. No, he hasn’t taken up 


deep sea diving, but has spread himself over a table 
in some top pinball action. Developed by Pin-ball 
Games Ltd, the new title will feature a new engine 
that will replicate all the action of the arcade onto 
your PC, It is not certain exactly when the game will 
be released – some time next month we expect. 





one of the most popular online flight sims around. 





Competition anri cards up for grabs 


Righteous 3D 





hese days, you aren’t classed as a 
hard-core PC gamer until you've got 
a 3D accelerator card. Most games support 
these now, and to make the most out of your 
games, having one installed in your computer 
is essential. One company who have set 
themselves ahead of the pack when it comes 
down to these 3D accelerators are Orchid, 
whose Righteous 3D card is by far the most 
popular 3DFX card around. With the use of 
the popular Voodoo 3D chip-set, the 
Righteous 3D card offers the best 
performance around. 

Thanks to Orchid, we have three of their 
£180 graphics cards to give away. To win just 
answer the question below, scribble it down on a 
postcard, along with your name and address to: 
Righteous 3D Compo, Uttimate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 4EP. Normal rules apply. 


Question: 
What is the name of the 3D chip-set used 
by the Righteous 3D accelerator card? 


Quake 111 officially announced 


n a completely out-of-the-blue announcement made just minutes 
before UtriMArE PC went to print, Activision revealed that they had 
just signed a world-wide deal with id software for the exclusive distribution 
rights to Quake III. 

Although the game was rumoured to be released - most of all around the 
Internet - confirmation only came very recently. 

Continuing from the success of id software's previous Quake games, Quake 








Quake ЇЇ will feature a brand new graphics engine which should deliver even more stunning visuals than the ones we saw in Quake Il and the ones we can expect to see from the mission pack [above] 


ORCHID High Performance 3D Accelerator 







Рес ит“ 


~ Dedicated 3D accelerator that delivers 
true arcade quality graphics in real-time 


^. Full motion frame rate performance with 
all 3D fcatures simultaneously accelerated 


* Operates transparently with 2D adapters 
for maximum graphics performance 


5 4MB EDO DRAM configuration 
with dual 64-bit memory architecture 


^ Windows’ 95 Direct3D™ support 
INCLUDES 


3D Software 
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III has been designed as a 3D hardware-only game and will feature a 
completely new game engine, making use of the very latest game technology. 

Quake II still remains one of the most popular games within the Internet 
community, and no doubt the third installment will follow suit. 

Robert Kotick, Chairman and С.Е.0. of Activision commented on the deal: 
“Quake II remains parked at the top of the world-wide PC best-seller charts. 
Leveraging the power of the PC, Quake III will set technological and game design 
standards while delivering one of the most explosive gaming experiences ever.” 

The deal further secures Activision’s relationship with id, who are now 
recognised as one of the biggest PC action game developers. The combined talents 
of both id software's development and Activision's publishing 
standards set to make Quake III a massive hit all over the world. 

Another of id's C.E.0’s, Todd Hollendhead also talked about the 
announcement: “id Software and Activision teamed up to make 
Quake II one of the best-selling games on earth - and gamers 
can look forward to us taking it a step beyond for Quake 
III. The realism of Quake III's new graphics engine will 
make even the bravest fragger falter." 

Quake II, which was released at the beginning of 
December, has already shipped more than 850,000 
units, and the numbers are expected to top a million 
by the summer. в 
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super Soccer Match 


In a move that’s bound to have football fans scratching 
their heads with dismay, Acclaim have decided to 
change the name of Matchday 3 to Super Soccer Match. 


The reasoning behind the name change has not been 
revealed, but it could be down to the fact that 
developers Cranberry have added all-new 3D graphics, 


full motion captured animation and a new ‘soccer skills’ 


control system to the game. 


Reah 


Yet again a supposedly new level of graphics adventure 
gaming is heading our way in the shape of Black Friar’s 
Reah. Set upon a forbidding planet which somehow 
prevents modern-day technology working properly, Reah 
challenges the player, as a lost scientist, to find a way 
off this inhospitable planet. Features of the game are 
reported to be the photorealistic graphics, atmospheric 
music and a huge game environment. 


supercross 98 


Acclaim have got on their bikes for the forthcoming 
release of Jeremy McGrath Super Cross 98. This dirt track 
motorbike racing game features all the thrills and spills of 
one of the more exciting two wheeled motorsports. Jumps, 
stunts and painful wipeouts are all part of the game as 
players aim to win the Motocross championship. A track 
editor, split screen two player game and numerous modes 
of play could wheelie make this special. 





Blasters from 
the past 


"т sure you'll all be delighted to 

hear that gaming giants, Hasbro 
Interactive, who brought us the memorable 
Star Wars Monopoly and the updated version 
of the ancient arcade ‘classic’ Frogger, have 
bought the rights to publish the entire back 
catalogue of the now defunct video games 
pioneers, Atari. The deal includes some 
seventy-five titles, including such venerable 
arcade relics as Centipede, Missile Command, 
Pong, Breakout and Tempest. They are 
planning to release updated versions of these 
games using the latest technology and 
graphics techniques, just as they did with 
Frogger. Tom Dusenberry, President of Hasbro 


It’s all happening 
al ine 100, Scully 


ox Interactive are soon to release a 

computer game based on the hit TV 
series The X-Files. Fox are working in 
conjunction with the show's creator and 
executive producer Chris Carter, and are using 
the latest VirtualCinema technology, developed 
by Hyperbole Studios, to recreate the feel and 
the atmosphere of the show. 
The game will feature twenty four hours of 
exclusive video footage featuring the stars of 
the show, David Duchovny and Gillian 
Anderson, allowing the player to interact with 
Mulder and Scully (Mmm!), search through 
their computer files, interrogate witnesses and 
investigate crime scenes and unexplained 


Contingency plans 


or all those fans of Total 

Annihilation, good news! After a 
very successful year, developers, Cavedog 
have announced the release of an add-on 
mission pack for their top-selling title. Total 
Annihilation: The Core Contingency is a sequel 
to the original game in which the defeated 
Core forces have retreated to a distant 
planet to re-arm and regroup. The content is 
inspired by the vast input Cavedog have had 
from players around the world. Many new 
units and patches have appeared on the 
Internet over the past few months, as well 
as new multiplayer maps, and all of these 
will be included on the disk. 

The mission pack includes twenty-five new 

missions, thirty new multiplayer maps, 























Interactive said, "These ground-breaking 
games helped to pioneer the video game 
industry. We intend to bring these classics 
back to life by updating them with the latest 
technology and interactive game design, 
while preserving their heart and spirit." 

Hasbro Interactive plans to release an 
updated version of Centipede, on both PC 
and Sony PlayStation platforms sometime in 
the autumn of 1998. 

Since few of our readers are old enough to 
remember Centipede, it featured a centipede (!) 
who ran down the screen towards you, and you 
had to shoot bits off him before he got to the 
bottom. Or something. Great game, really... 8 


occurences. The game will be released on six 
CD-ROMs, and possibly on one DVD. 

We were hoping to bring you a special 
preview of the game in this issue, but due to 
circumstances beyond our control, we didn't 
get the the preview version of the game in 
time to include it in this issue. Hopefully by 
the next issue we should have a full review of 
this long-awaited title. B 


seventy-five new units, four who 
worlds, plus a Total Annihilation Map and 
Mission Editor, as well as a huge 128k map 
for really dedicated fans. There are new 
environments to battle in, including acid, 
jungle, urban, ice and underwater, with the 
new units including submarines and 
underwater construction facilities. 

Check out Cavedog's website a 
www.cavedog.com for more information, 
hopefully including a release date. Total 
Annihilation: The Core Contingency will be 
released by GT Interactive. Ш 


e new 








18 new units and 25 extra missions from Core Contingency 
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by mail order specialists Gameplay. 
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A picture often speaks volumes for a game, 50 here is a collection of screenshots from 
the Quake |І and Star Trek Starfleet Academy add-on packs and Descent: Freespace. 


This extensive add-on pack for Star Trek Starfleet Academy offers extra missions and will be on sale in April 
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Your outposts have fallen - your dropzone just 
became the front line. Strap a Jet Pack onto your 
battle armour and select a lethal array of weaponry - 
you and your squad are all that stand between 


Earth and the hordes of savage alien insects. 


Dive into the action. ~ " 
omplete your mission. 


at the hell out of there! 


Do battle in vast E Choose from a huge 
3D worlds arsenal of weapons 


Use your Jet Pack including flame 


or Glider to fight the throwers and heat 
alien invaders 
Advanced Alien АТ Up не players over 
means finding a 


seeking swarm missiles 


LAN or on the Internet 


winning strategy is Gaming Zone 


vital to the war 


Available from: Byte, Comet, Dixons, Electronics Boutique, Game, HMV, John Lewis Partnership, PC World, Software 
Warehouse, Staples, Tempo, Toys R Us, Virgin and other leading retailers 


= 
Where do you want to go today? and Microsoft are registered trademarks of Microsoft Corporation in the US and/or other countries 2 Microsoft 


Outwars ©1998 Singletrac Studio, a GT Interactive Company. All Rights Reserved. Outwar, Singletrac, and the Singletrac logo are 
trademarks of Singletrac Studio, a GT Interactive Company. where do you want to go today? 
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oar out of the pits and into the fast lane with our red hot competition to win three 

bundles of Formula 1 '97 goodies. With the Formula 1 season beginning to hot up, 
here's your chance to grab pole position with three copies of Psygnosis' championship winning 
F1 racing sim up for grabs. As well as a copy of the game each, the three winners will also 
receive a 3D labs T-shirt, Swiss army knife and pen. For the winner there's also an F1 Compact 
Sim steering wheel and pedals and a red Ferrari jacket, whilst the two runners-up will get a Air 
Labs gamepad and Ferrari polo shirt. All you have to do to be in with a chance of winning these 
prizes is answer the questions below and send your answers in to: F1 '97 Compo, Utimate PC, 
Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 4EP. 


Q) Who won the 1996/1997 Formula 1 driver's championship? 


Q) Which team won the 1996/1997 constructor's championship? 





Q) Name the team Damon Hill is now driving for. 


THERE ARE OTHER GOAL BASED 
GAMES TO PLAY THIS YEAR 





FOR THIS ONE YOU ARE GOING 
TO NEED A STRONGER DEFENCE 


A Sci-fi action feast set across 48 
Blockbuster levels of interplanetary 
armageddon. Strategic game play 
unfolds in a volatile 3-D universe of 


exploitation and alien culture. 
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Tekken 3 goes sporty, Rollerball style 








his game has alluded us for ages. In 
Issue 7 we spoke to the guys 
behind the game, but they were reluctant to 
show us much in the way of visuals. Now 
though we have a few more screenshots for 
you to take a gander at. 

Duke Nukem 3D was a great game, and its 
sequel promises to stir up more of the same 
adulation. The combined talents of id 
Software's Quake II engine and the 
development team from 3D Realms will no 
doubt see Duke Nukem inhabiting a fantastic 
new world full of scantily clad women! 

They have guaranteed the same level of 
humour in Duke Nukem Forever - Quake II is 
quite serious after all - and they had to give 
the game all-of its familiar and recognisable 
traits. They are also planning more weapons, 
more enemies and more levels, all with glorious 
3D terrain. They have even expanded Duke's 
vocabulary too, with a number of new phrases 


for you to apply to your computer start-up 
audio! The plan is to give the game some 
impressive multiplayer arenas, something that 
they couldn't really miss out on. Even though 
the game is not due out for about six months, 
it is already looking fantastic. Look out for a 
full preview in a future issue of ЏШТМАТЕ PC. Ii 









lot of sports are a matter of life 
or death to many people, and this 
опе is certainly no exception. In fact it 
takes that passion to an even more literal 
extent, Dead Ball Zone is going to be one of 
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the toughest sports ever, and presumably a 
tough game in itself. As a player manager it 
is your goal to become a world-beating 
Dead Ball Zone master. 

Set in a future dystopia, geocities are 
havens only for the wealthy, and as a 
peasant your only-hope of seeing such 
luxury is to play the game. Well, not 
wanting to be selfish, you recruit a few local 
louts and train them up to be in your team. 
Being from the streets they sure know how 
to kick, punch and battle their way out of 
any situation. 

This game is an arcade beat-'em-up with 
a difference. Special moves combine with 
ball passing to create an awesome 
spectacle, and as long as it goes in the net, 
there are no complaints from the men in 
suits. Players not only have their bare 
hands to fight with, they're also provided 
with an array of deadly weapons, but your 
team will have to win a few games before 
they can use them. With a league-based 
system to work through and fifteen arenas 
to play in, this will be an impressive arcade 
action sports title. Move over Last Bronx 
and get ready for the real challenge! @ 
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He shoots, he scores, ће breaks — 
the guy’s neck. Stretcher-hearer! 
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">You d'the Hokey kokey ad pu — 


here isa fine line between a | 
children's game and а non-children's 


_ game - bearing in mind that all games should | 


be fun to play, the only difference really is how 
long it takes to learn the game. This new GT 
title would appear to fit in to that first 
category, where the game takes five minutes to 
learn and is immediately fun so that kids with 
attention spans of a few milliseconds really get 
involved for a long time. The title is set to be 


-а collection of loads of great little games all — — 


flooded with bright colours and interesting | 
sounds. The elements of exploration, learning 
and puzzle solving will all be in there - which 
will please parents — but the children will have 
complete control over where they go and what 
they do within the game. 


МА ввел 88 | 
В. Interactive also plan to release a new 
basketball game this year. We saw 


several NBA games last year of varying quality, 
but none really seemed to capture the 
excitement, power and playability of the sport. 
NBA Fastbreak ‘98 could be the game that gives 
you everything you are after. Everybody knows 
that scoring hoops is the best bit, and this game 
-will be really big.on.that..Players.are provided _ 
with a wide variety of dunks and skillful moves 
to give the game a stunning realism. 

Motion capture has played a big part in 
the development so far, so you can expect 
great detail in the player and their actions - 
none of that 2D rubbish. You'll be playing | 
with the professionals too, and your goal is 
to get to the play-offs, of course. They have 





—even“said that each of the-players-will-have 


AI that fits with their real life character, so 
that will be something to look out for, and 
with recognisable faces as well it should 
make a refreshing change! And if you don't 
think any of the players are good enough to 
fit with your personal own ego team, then it 
will be simple enough to create your own | 
player choosing from the 16 attributes - 
there should be r no limits. Finally, for all you 
multiplayers out! there, expect eight player 
support over LAN and Internet. 8 


The characters in the game guide them 
and help them as they play, and each has its 
own charm and field of knowledge along with 
a sufficiently wacky name - ‘Putt-Putt’, 
‘Pajama Sam’ and ‘Freddy Fish’ being just a 
few. The title is split into adventure games 
and arcade games, each character having its 

“own game. The adventure games are sort of. | 
simple missions and cases to crack - Putt-Putt 
saves the Zoo! Though obviously aimed at 
young children, there is a section for Big 
Thinkers that should appeal to older age 
groups. It all looks like a lot of fun to us! 18 






































































NI the teams and ай the players, and even with recognisable faces — it's a revolution for sure 









1 
- MAY 1998 | ISSUE NINE | LTIMATE РЕ 
i i 





БЕШ әлцоәйѕәл 1134} zO saniadojd ay} әле seureu aper pue sxieuraper 19470 [Iv "ралезал зуби [iy "ощ ‘ио!ѕілцоү Aq paynquisip pue pays! 


шо’ опи 


зпашитезлауиа 





"Кера jousajuy ѕѕәүшеәѕ рие мүл 
‘шәрош 4340 $ләц}о әјеціиие поќ 
SB рә}вәлә ләлә 5]әлә YDB YILIG 
эәзцәи! 0ш JY} JO IWOS ош 19H 


ІЗ БЕТТ sə edyn y 





UIU 
dəz | 





па зизшиеџајиз nY 8661 © 





WOU-G9 LN/S6 smopurw UO uoos битшоо 


‘ede поќ 
dis рл ay) |пјаомод os suodran 
әшәцхә PUB заомор иоцеиојәр 
јод п02-ајошол ‘әл лодћиз 
SUIJYSIS-d9se] ѕәрпјәш еиәѕле INOA 


suodeaA 1995-злојо4 -аолом 


"әш Хло}$ пәлолхләрш Y 
врие pepp удела јпрупеза Чим 
рәцәшиә зрјаом још р XIS узполуј 

змар иәлә рив "шім ‘ипи "УЈЕДА 


шәшиоллид 
PAL IVAIUp-dad AY 





По dn 


IM 5189 





IPAU [enit 40 улРшерел е SI UIS 2u| ЕИ ЕНД ДАДА Л paJejsiaJ v sı t 





WO D*UOTISTATLIV’ MMM 


уә əy} Suinseyd шәрә aura 

IYI JO INOS Jasdas IYJ әЈебцѕәАШ 
пох se s0443} {JOYUN JO S]IAI] 

xajduioo ysnouy) fen Inos jsu]g 


uoy doL-ə34}-4340 





ШЕСІ FIRSTsighting 





Publisher: Gremlin 
Developer: Rebel Act 
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his much-talked-about title is 

set for release at the end of this 
year. Developed over the past year and a 
half by Rebel Act, Blade will be their first 
ever game... and what a way to start! 


The company wanted to come up with 
an action game which involved 
something a bit more substantial than 
the usual search and destroy tactics. So 
rather than opting for a Tomb Raider 
approach, they decided to explore the 








somewhat neglected world of the role- 
playing game. 

RPGs were at their most popular during 
the late seventies and early eighties. The 
hugely successful board game, Dungeons 
and Dragons and the Fighting Fantasy 
books set off a trend where people took 
on the role of one of a selection of 
characters and set out on quests 
encountering many adventures on their 
way. Whether it was the limitations of 
board games and books as a medium that 
saw their retreat to the fringes of culture 
is open to conjecture, but it is only now 
that developers are able to give players 
the right level of action and adventure to 
make computer RPGs truly immersive. 

This is where Rebel Act come in. 
Leaving out the conversational elements 
common to many RPGs - best and most 
recent example being Fallout - they have 
concentrated on the variety of characters 
and provided each with their own traits 
coupled with a totally believable 
environments full of mystique and mayhem. 


The most noticeably impressive parts of the 
game must be the landscapes, locations 
and graphics. Rebel Act have managed to 
create seventeen massive levels that span 
many environments to give the game huge 





Hmmm... big hairy monsters and scantily clad women — we'll be getting loads more letters of complaint about the exploitation of the female form no doubt. It’s not our fault, we just work here guv! 
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So what's all the fuss about this Blade then? It looks more or less just like a Quake clone, 
but as you will soon find out, there is much more to this fantasy world 
than the inside of a few dark rooms filled with deranged mutants. 








versatility. The main difference in the 3D 
engine is its ability to render outside 
landscapes better than any game before it 
- even Turok II will have trouble 
competing. They have also been able to 
eliminate pop-up without just using fog 
effects to cover up falling buildings! 

The locations players will trek 
through will blow them away, from small 
hamlets to gigantic castles, enclosed 
valleys to impressive volcanoes and even 
Aztec temples. To make these locations 
appear to be alive a number of special 
effects have been created. These include 
smoke, water reflections and a wide 
variety of weather conditions (it would 
be good to see rain and snow falling in 
3D). Hopefully all these little extras 
should provide the realism that RPGs 
have been waiting for, so players 
actually believe they are there. 











Another fundamental feature required to 
make a game realistic must be the level of 
interaction with the gaming environment. 
Rebel Act have made sure there is enough 
objects in the game that make the player 
stop and look and basically aware of the 
location. Over three hundred different 
objects litter the levels just waiting to be 
picked up, thrown, kept or used. The array 
of weapons seems endless: swords, staffs, 
axes, poles, bows, spears, clubs and even 
wands for all those fairies out there! There 
are also things like furniture that can be 
picked up and thrown in the general 
direction of assailants. Chairs, tables and 
barrels make for excellent missiles — well, 
you haven't got rocket launchers so you 
have to be inventive. 





Now that lighting effects are high on 
developers' objectives, we are beginning to 
see more and more games that can really 
cast some shadows. In Quake we saw wall 
and ceiling lights give really cool effects 
which help to provide a sense of scale to a 
game, and Blade will not disappoint either. 
The game features lamps and torches, and 
they're not just fixed to walls either. 
Players will have to pick them up to 
improve visibility through the darker 
depths of the game... you never know 
what could be lurking in the shadows. 


Apart from the threat from other gamers, 
there will be a cornucopia of nasty 
enemies, including gorillas in the mist, 
monitors (not the ones you stare at for too 
long), and Jason & The Argonautsesque 
skeletons. These guys are not stupid - 
they're intelligent enough to set traps, 
chase your ass for miles and pull back if 
they find themselves in too much trouble. 
The collision detection is going to be good 
too, none of this hopping about on one 
foot business like in Die By The Sword when 
a leg gets chopped off or a character takes 








several blows to the head and is still up for 
some more. No, they will know when you 
have damaged them and will respond 
according to your actions. 

As you may have gathered by now, the 
game is set in a fantasy world with a sort 
of medieval flavour. This is noticeable in 
the choice of characters you can opt for, 
and it will make a change not to have to 
run around in the same guise all the time. 
Each of the four characters has four 
different skills and weakness that makes 
them drastically different from the others. 
Each character will have five different 
attack moves and five defensive shields 
and dodges. Not over-complicated, but it 
should make for interesting gaming 
nonetheless. By having four different 





characters, Blade should have extensive 
replayability and good level of scope in 
the multiplayer mode. 


The mission set-up will be where the 
player gets involved in the storyline, rather 
than in-game conversation. Hopefully it 
will be presented in a similar way to Myth, 
where each mission leads on directly from 
the last over a period of days and nights, 
though at the moment we are not sure 
how this will work. What we are certain of 
though, is that the game will look great 
and play like nothing before it. 

Prepare to be transported to another 
world and don't expect to come back in 
a hurry. 


The lighting and weather effects in Blade will be something else to feast our eyes on. If the footprints in the snow remain and the wind affects the maps then that will be really special 
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Here is the next generation of action strategy games. Experience true-to-life battlefíeld dynamics. Command an entire 
company of MechWarriors R, each with their own personality and combat skills. Issue real-time orders and get human 
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CSS INTERVIEW 





The continuing series of highly realistic F-16 simulators move on with the 
forthcoming release of Microprose’s Falcon 4.0. 
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Why did it take so long to 
finish Falcon 4.0? 


In truth, we have only been working 
on F4 for three years. In that time 
we have built a team and developed 
the most complex flight sim to date. 
No other single sim has the same 
depth of campaign, avionics, 

flight modelling, networking 

and graphics. 


| here аге two schools of flight 
simulator philosophy. One, the 

Purist, insists on total realism and 
absolute accuracy, and is quite happy to 
sit very still in front of his (almost 
never her) PC for twenty minutes 
performing a pre-flight check on a 
Boeing 747. These people are not sad 
gits. They are just... misguided. The 
other school is the Player. While 
appreciating the realism and accuracy of 
a good flight sim, the Player would 
rather have rats eat his liver than fly a 
plane with no guns on it. Anything 
which involves asking the control tower 
politely for permission to take off sucks 
big time. The Player wants to get in the 
air at Mach 2.3 and lock an AIM-9 onto 
the tail pipes of a MiG as fast as he 
(and she) possibly can. Falcon 4.0 is 
quite definitely a game for the Player. 


As an aircraft, the F-16 Falcon is a 
firm favourite amongst military 

pilots, well known for its incredible 
manoeuvrability, rapid climb rate and 
large weápons payload. It was one of 
the first fighters to use ‘fly by wire’ 
technology, where the aircraft is flown 
with an electronic joystick feeding 
instructions to a flight computer, which 
then flies the plane. The F-16 is actually 
inherently unstable in the air, and it is 
only the constant trimming by the 


Why did you choose the F-16 
again, instead of the near-future F-22 or 
the F-15? 


Our goal was to build a truly realistic 
sim that provided the most gameplay. 
Right now no-one knows exactly how 
the F22 is going to work, and at this 
point the Air Force is only planning 

air-air operations for it anyway. With 
the F15 there are two versions of the 


computer which keeps it flying. This is 
the secret of the plane’s amazing agility. 
This makes the plane a natural subject 
for computer simulation. Not since the 
Spitfire has a front-line combat aircraft 
been so much fun to fly. 


The previous versions of Microprose's F- 
16 Falcon flight sim have enjoyed an 
enviable reputation for their 
combination of playability and realism. 
The latest incarnation, Falcon 4.0, looks 
like carrying on the tradition. 

The new game has a wealth of 
improved features, the most noticeable 
of which is bound to be the graphics 
engine. Falcon 4.0 has fully texture 
mapped terrain based on aerial 
photographs. If you have issue seven 
of Uttimate PC, you may have already 
seen the demo version of the game on 
the cover disk, and will have marvelled 
at the unprecedented clarity and detail 








aircraft; the F15C for air to air and the 
F15E for air to ground, and again, 

they are not really interchangeable. 
There is no aircraft in the USAF 
inventory right now that handles more 
mission types than the F16. 


How important is a dynamic 
campaign to you? 


A dynamic campaign is at the heart of 
F4. The campaign is what gives F4 its 
staying power and provides the player 
with an unlimited amount of gameplay. 


JPC: What makes a campaign ‘dynamic’ 
for you? 


of the landscapes. Many current flight 
sims use satellite photography, which 
cannot offer the same resolution. The 
topography is also accurately modelled. 
The game is set in Korea, and all the 
hills, valleys and cities are correctly 
mapped. Landscape objects such as 
buildings and runways are also fully 
texture.mapped with realistic markings. 


Other improvements include fully 
translucent smoke from missile trails and 
explosions, and fully animated objects, 
such as tanks, whose turrets traverse to 
track their targets. However, the 





4 ly С. 
s r 


е "is 


|. TER View ] 


These well presented player 
interfaces help you to keep track 
of the campaign’s progress 











The highly manoeuvrable F-16 Falcon is one of the most formidable fighter planes in the world, and is the king of the skies in a dogfight 
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A campaign is dynamic when it responds 
immediately to a player's actions. In F4 
there are no branching points in a 
mission tree. Each mission, both for the 
air and land forces, is generated based 
on current conditions. 


UPC: What machine do you recommend 
for playing Falcon 4.0? 


Since we have not finished optimising 
the game's performance, we don't have 
final system requirements for Falcon 4.0 
yet. The game greatly benefits from 


improvements don't end with the 
graphics. Since the release of Falcon 3.0, 
the F-16 itself has undergone many 
changes, including avionics and engine 
upgrades. Falcon 4.0 is modelled on the 


support 3D accelerator cards (such as 
3Dfx), and the faster Pentium processor 
you have, the better. The game runs 
magnificently on a Pentium II with 
3Dfx, for example. 


UPC: Do 3D acceleration cards speed up 
the simulation or do they only improve 
the graphics? 


3D accelerator cards both speed up the 
simulation as well as improve the look. If 
you draw the exact same scene, the 3D 
card goes faster, plus you have the 
ability to add effects that would 
otherwise be impossible. 


UPC: How much memory do you use 
for the textures and how do you 
handle this high 


F-16C Block 50/52, so you will be flying 
the latest version of this amazing plane, 
with a more powerful engine allowing 
faster climbs and tighter turns, a new 
higher definition radar with ten different 
specialised modes, and an improved fire 
control computer which can handle more 
types of weapons, which is good news 
for the action fans! The new systems can 
target and destroy SAM sites and drop 
laser guided bombs. There is also a fully 
functional navigation system with a 
course computer. 





two or four MBytes that are available on 
3D acceleration cards? 


We use as much memory as we can. 


UPC: Can Falcon 4.0 be more realistic 
than Falcon 3.0? 


Yes. Falcon 3.0 was limited by the 
computer technology at the time of its 
release. Today we have more 
powerful computers, and we use 
that power to more accurately 

simulate the F16 systems. The 
model of the APG-68 in F4 has 
over ten different modes, and 





In the gameplay department, Faícon 
4.0 offers several different playing 
modes. First up is the ‘Instant Action’ 
option, which drops you straight into 
a desperate air supremacy battle, 
where your only objectives are to 
stay alive as long as possible and to 
destroy as many enemy planes as you 
can. This is the only mode available 
on the issue seven demo, but it 
should be enough to give you a 
taste of what to expect. 
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The terrain texture maps are based on high definition aerial photographs and have more detail than the satellite based pictures found in most other games. The cockpit detail is also impressive 
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the other systems are similarly modelled. 


UPC: How does the AI react? How 
realistic do the PC-controlled 
pilots react? 


The AI responds to whatever their 
sensors tell them. Different AC have 
different sensors. Some have radar, 
some IR tracking, some Radar 
Warning Receivers and all have Mark 1 
eyeballs. These sensors are subject to 


The second option is the ‘Dogfight’ 
mode, which is similar to Instant 
Action, except that you fly with or 
against up to fifteen other F-16s, and 
you can either go head to head or 
team up into up to four teams of four 
players each. 

The ‘Tactical Engagement’ mode 
allows you to build your own missions, 


including air and ground units in a 
campaign type scenario. Other missions 
can be downloaded from the Internet, 
or you can save your own and share 
them with friends. 


The main single-player element of the 
game is the ‘Campaign’ mode, in which 





к „5, 
The virtual cockpit includes working dials and instruments and a wide с! 





real world limitations like range and 
target size, as well as coverage angles. 
For example, a pilot's eye can't see 
behind and below his aircraft. Once an 
AI pilot has detected a target, and 
determined that it is a threat, he 
manoeuvres to either avoid or employ 
weapons depending upon his role. 
Strike A/C (i.e. bombers) will try to 
avoid threats, while escorts (fighters) 
would turn and engage. All AI pilots 
take into account fuel and weapon 


you fly complex missions over the Korean 
peninsula. The battlefield is run by the 
game engine in real-time so that air and 
ground forces are co-ordinated. The 
actions of both sides are fully dynamic 
to changing conditions, so that, for 
example, if a bridge is destroyed ground 
units will be redirected until it can be 
repaired or a group of engineers can erect 


a temporary replacement. This level of 
complexity means that you will never 
play exactly the same mission twice. The 
technology of this real-time battlefield is 
being used as the core of a new on-line 
gaming resource which Microprose are in 
the process of developing. The ‘Electronic 
Battlefield’ is planned to be a virtual 
world supporting simulators of many 





ы 


ІНТЕВ уіеу | 


states and will try to abort if 
appropriate. Like the real world, the 
AI includes reaction times as well as 
target fixation. 


UPC: What do you think makes an 


AI realistic? Many ather aircraft such as the 


A-10 Warthog tankbuster are 


To me, an AI is realistic when I can't tell included in the campaign 


if it is the AI flying or one of our Air 
Force test pilots. Also, keeping the AI 
from making ‘canned moves’ helps to 
make the AI more realistic. 8i 





different type of fighting vehicles, in 
which players can join in a twenty-four 
hour a day war over the Internet, fighting 
on either land sea or in the air, either in 
groups or as individuals. Falcon 4.0 could 
be the start of something big! 
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t has been far too long since 

the last ‘proper’ Command & 
Conquer game, and, not surprisingly, 
during that time there have been many 
games that have tried to copy its 
excellent features with the aim of 
creating the ultimate warring simulation. 
When we say simulation, we mean the 
functioning of a full army as opposed to 
specific units themselves. More and more 
games are becoming detailed in this 
area (Battlezone) thus moving things in 
a new and innovative direction. So with 
this in mind, what does Tiberian Sun 
have that we haven't seen before? 

Well, on first looks the game doesn’t 
appear to be that different from the other 
C&C games. Initially, there is no 
mistaking the style of the units, buildings 
and the general character of the maps. 
However, looking at the game in greater 
depth, you soon notice how much more 
detail has been added to Tiberian Sun. 
The scale of all the units is pretty much 








he ter "T 


the same as in 
Red Alert, but 
they are now 
improved in 
that they appear 
as 3D characters in- 
game, as opposed to 
looking like cardboard 
cut-outs. Take for example 
the soldiers themselves; it's hard to 
believe that Westwood have actually felt 


it necessary to motion capture the troops. 


Their running sequences are much more 
detailed and realistic, but the soldiers are 
so small anyway, so is it really worth it? 
In general, this attention to 
realism is going to be the main feature 
that separates Tiberian Sun from the 
C&C clones. Don't expect exhilarating 
Battlezone 3D action (the rumours to 
that effect were totally unfounded) or 
a drastically different technology, but 
do anticipate some pretty special 
weather/lighting effects, 3D terrain 
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that can actually be used to your 
advantage (as in Total Annihilation), 
as well as a bunch of new and 
exciting units and buildings. 


Westwood certainly haven't taken any 
chances with Tiberian Sun. Rather than 
biting off more than they can chew by 
trying to change the engine dramatically 
(they could have had a Myth-style rotating 
camera or even Uprising's full immersion), 
they have gone for the age old favourite: 
the isometric view (though with the 
addition of a true 3D landscape). So in 
that sense the engine could be most easily 
compared to that of Total Annihilation. 
Rolling rubble, debris from exploding 
objects that can kill people and deformable 
cliffs are just a few of the actions that the 
previous engine could never hope to 
handle. These aspects of the game should 
enhance gameplay and realism to a certain 
degree even if, as a player, you don't 
notice them straight away. 

One thing that is immediately 
apparent is the new movement of the 
vehicles. They seem less jerky and sit on 
the ground better than they did in Red 
Alert, apart from the new hover vehicles 
that is. As they travel up and down 


slopes their speed changes accordingly, 
which makes a big difference - no more 
sliding sideways or taking long routes 
from a simple A to B command. 


Basically, as a player you will be able to 
interact with the gaming environment like 
never before. Also, the landscape will alter 
on its own accord. On maps where there is 
heavy ice coverage, the ice sheets will alter 
during the game. At the beginning of a 
mission you may build a base in a location 
with natural defences only to find later on 
that the ice has melted and your back is 
vulnerable. This will require players to be 
constantly on the look out and to make 
sure that they have defended their base via 
their own structures. 

Tiberian Sun will feature some new 
armaments, including guard towers and 
gates that will only respond to your own 
vehicles. All of the other buildings you 
require to plan your battles will now be 
upgradable. Rather than simply pressing a 
button and watching your money reduce, 
this process will be much more involving. 
Buildings will have several attachments, 
including power, ammunition and armour 
to upgrade them. It will be up to you to 
decide which structure will require which 
attachments at any specific time. To save 
power you will be able to switch buildings 
on and off to be more economical. 

Speaking of economics, your 
productivity will not increase as you build 
more and more factories; two will be your 
lot, then negative economies of scale 
apply. The same goes for your gameplay 
style too. You will no longer benefit from 
just building loads of units and then 
sending them off to battle ('Rack and 
Rush', to coin a phrase), missions will 
require the right tool for the job. 





Another major improvement is the 
inclusion of experience points for soldiers 
and commanders. Players will be able to 
bring units through to subsequent 
missions if they performed well. 
Advantages in the form of hit-points, 
armour, weapons and special abilities will 
be awarded for outstanding achievements. 
A soldier destroying a tank will be 
beneficial, but you won't get much for 
stamping on a few ants! Commanders gain 
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Tiberian Sun will feature a number of neutral buildings such as hospitals 





more control of their troops as they 
become veterans. They will be able to get 
the troops to scatter if necessary or call 
the less experienced troops back if they 
feel that they are in danger of ruining the 
operation - basically their intelligence 
increases as the game progresses. The 
game still allows players to group their 
troops and units, but it is hard to say at 
the moment whether they will actually 
stay together all the time. Often in Red 


Alert you would get the troops wandering 
off alone without waiting for tank support. 
Westwood have decided against line of 
sight, which again could prove to be a 
mistake. They reckoned it would cause too 
much hassle to have units moving around 
all the time to get into position. But 
saying that, now they are using 3D models 
they have managed to make the barrels on 
the tanks adjust elevation according to 
where the enemy is situated. This should 
make a considerable difference, at least 
reducing the amount of ammunition being 
wasted on destroying hillsides. 
Destruction is still the name of the 
game here, but unlike Total Annihilation, 
Tiberian Sun doesn't look as if it will 
have much in the way of the opposite: 
repair. If one of your tanks gets damaged 
in the field you will have to send for a 
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UPC: 


Erik: 


carry-all to pick him up and take him 
back to base. Only the NOD have repair 
vehicles, so that could tip the balance 
somewhat. Even though the GDI will 
have the field medics, they are bound to 
be much more vulnerable. So how has 
the balance of power changed? 


UPC: 


The story has moved on quite a bit 
- twenty years to be precise. Erik: 


During that time the NOD have 
become factionalised and 
disappeared underground, whilst 
the GDI have evacuated people 
from the now toxic and volatile 
temperate zone nations as the 
expansion of Tiberian continues 
without respite. Unfortunately the 
evacuation was not comprehensive 
and many people remained in these 
dangerous areas. This new race are 
known as the Forgotten, and bear 
only a passing resemblance to 
humans in their current mutated 
form. So what we have now is 
conflict on totally new terrain with 
an additional force, but still using 
the same tanks, (thankfully 
smarter) harvesters and air units. 
The move to more remote areas of 
the planet has meant that the terrain 
is much more challenging. Snow and 
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ice cause major problems and other 
adverse weather conditions will be 
doir difficult to avoid. Take the ion storms 


(working title) for example. These 
events will creep up on you when you 
0 least expect them, knocking out your 
will high technology buildings before you 
П have time to defend yourself. 
Westwood thought it would be a good 
idea to keep advanced technologies in 
check occasionally. As well as the two 
types of Tiberian to deal with, (a high 
powered and more risky mutant strain) 
we could experience a lot of fatalities. 





The missions hopefully won't be too 
impossible, and the fact that there will 
be 52 of them could make things even 
more challenging. Westwood have gone 
for a different approach to the way the 
missions are arranged, making them 
much less linear than in Red Alert. You 
will be able to work through certain 
scenarios before others, which will 
make it easier for you later on. The 
missions are thus grouped so that if 
you feel confident enough, you could 
fly through the game pretty quickly, 
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avoiding some of the preliminary 
missions. You will have greater 
replayability once you have completed 
the game as there will be many 
different routes to the finish. There 
won't just be one way to complete 
each mission either - Tiberian Sun will 
reward smart play. For example, 
destroying a bridge while there are 
enemy forces on it will prove fruitful, 
and melting ice to protect your trail 
should also prove useful, but you will 
have to make sure that you don't 
drown yourself when you use the 
subterranean flame tank. 

One of the other major new features of 
Tiberian Sun is the use of lighting effects, 
some that seem beneficial, others token. 
Take the garish blue and green tinges over 
the whole landscape; they don't really 
look like warning lights or anything else 
for that matter. 

What may prove to be effective in 
Tiberian Sun is the night missions. They 
involve destroying enemy floodlights 
before you attack the base under cover of 
darkness - that's the sort of the thing we 
are after! As well as these Westwood have 
said that there will be a few secret 
missions for players to find as they 
explore the maps. 


So the general swing of the game is that 
the GDI dominates the air while the NOD 
controls the subterranean levels. It 
seems a bit disappointing that they are 
leaving out the navy units - if 
incorportaed properly they could have 
added a whole different dimension to 
the gameplay. Total Annihilation 
managed to choreograph it all in 3D, so 
why no sea battles? Think of all the lost 
opportunities for really cool stuff like 
ice-breaker ships, where you had to clear 
a path for your offensive boats? It would 
also be good if the destructible cliffs 
were able to fall on enemies, and I am 
still waiting for a good Dam 
Busters rip-off. The idea of 
sending in wave after 


wave of craft to attack one massive 
structure is really appealing (think Star 
Wars and you get my point). 

A few other hazards would be good 
for the game too, Sim City-style. Okay, 
you have got the ion storms and the 
ice sheets, but floods and sand storms 
could give players real problems. I like 
the idea of a couple of units getting 
stuck in the snow where you have to 
bring a tow truck to get them out, but 
we shouldn't expect this level of 
difficulty. It would be the old routine 
of stragglers getting picked off first 
(see every action/disaster movie ever 
made for examples). What we want is 
surprises, breaks from the norm and 
drama, inspired, spur of the moment 
decision-making rather than planned 
routines. Again, Battlezone was good 
for never letting you sit back and 
relax - the commander in chief would 
always come up with another task for 
you to do just when you thought you 
had completed a level. 


At the moment Tiberian Sun is not 
looking drastically different from the 
other real-time strategy games, but it 
has a more demanding AI and far more 
dynamic mission structure. 

At the end of the day it's the 
gameplay that's most important, and 
it's the AI that makes a game fair, fun 
and challenging, not flashy graphics 
and dramatic intro sequences (which 
are there in all their glory anyway). 
The fact that Westwood haven't 
decided to change or adapt the units 
a great deal could frustrate people 
who want exciting new units - for a 
game set 20 years in the future 
everything is still quite modern day 
(the new Jump Jets and Amphibious 
APCs could be cool though). 

At the end of the day Red Alert 
wasn't that different from Command & 
Conquer, so maybe people won't be 
expecting too much development. But 
then again, Red Alert came out at a 
time before many of the other great 
real-time strategy games had arrived, 
so it didn't have much competition. 
We shall just have to see how things 
go, go, go! S 
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Why hide your talents in a 
team game, when you can test your 
true sporting skills in a ball bursting From practice court to Grand Slam Tournament 
single-player, multi-player and full ч you can challenge your skills against the best the 
on-line Internet experience. computer, your friends and the Internet has to offer. 

Sweet groundstrokes, power serves, killer volleys... 
build the game yOU want to play and go on improving your 
game skills and rankings in head-to-head action, tournament 
competition or a full season's tour play. 
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Grim Fanda ат 


A strange name for an even stranger game, Grim Fandango is set to become the new benchmark 
in adventure gaming. No more dull storylines, just much murder and mystery. 


EF Xx 
Influences that have helped shape 
the game include ancient Mexican 
mythology and several cult films 





Graphically, Grim Fandango draws some of its inspiration from Tim Burton’s Nightmare before Christmas 
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his month Lucas have been 

kind enough to show us some 
new artwork, renders and screenshots 
from two of their new upcoming games. 
Grim Fandango is a graphic adventure 
like no other, a tale of crime and greed 
from the Land of the Dead. Okay, it 
doesn't look like the next Riven - closer 
to the Quivering but without the humour 
we suspect. No this game will be far 
more surreal than anything we have 
seen, even Queen The Eye! 

The story is set in a mystical world, 
which could be most compared to a 
Mexican city. The game sees players embark 
on a four year quest for redemption 
(though hopefully the game won't be in 
real time) by Manny Calavera, said to be a 
travel agent in the Land Of The Dead. The 
travel agency business is not all glamour in 
this god-forsaken place. As a part of the 













Department of Death, Manny's company 
deals with escorting people from the Land 
of the Living to the Land of the Dead. The 
four years bit is the time it takes before 
souls can rest for eternity. Not a great job 
by anybody's standards, and it is not 
surprising that he gets caught up in some 
badass embezzlement ring that could 
threaten his life and death. 








LucasArts' other graphic adventures, 
Full Throttle and Day of the Tentacle will 
look quite dated when compared to this 
full-on 3D engine, which should render the 
plethora of skeletons and wacky vehicles 
that appear more as hot-rods rather than 
your average family five-door. In fact there 
will be at least fifty characters in the game 
and over ninety locations to visit. The Land 


Grim Fandango’s storyline spans four years and features elements from classic film noir 
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of the Dead will never be so alive! 
The game is said to be inspired 

by the films Chinatown, 

Casablanca and The Big 

Sleep. Casablanca is best 
known for some top Bogart 
action, The Big Sleep is a real 
gritty British crime and mystery 
fest and Chinatown, when released 
in 1974 was heralded as launch 
the revival of film noir and starred 
Jack Nicholson in more private eye 
escapades. So these influences mixed with 
ancient Mexican mythology should prove 
to be a potent cocktail. I 









The fact that Grim Fandango is 
set within the Land of the Dead 
might help explain the face! 
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ith Star Wars Supremacy riding 

high in the charts — proving that 
the world created by George Lucas' classic 
films remains as popular today as it was 
twenty years ago - the timing of Force 
Commander couldn't be better. Whilst the 
X-Wing, TIE Fighter and Dark Forces games 
have all been action-based, the success of 
Supremacy has proven there's room for Star 
Wars strategy games as well. 

Force Commander will offer fans their 
first taste of ground-level real-time 
strategy. Players will be able to lead either 
the Rebel Alliance or the Galactic Empire 
with a range of unique units and buildings 
for each side. All the favourite vehicles 
from the film will be in there for players to 
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latest installment in LucasArts’ 
continuing Star Wars saga offers 
players real-time strategy 
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build and control, including AT-AT, AT-ST 
walkers and TIE Bombers. Anyone hoping 
for X-Wing and TIE Fighter dogfights will 
be slightly disappointed as there’s no plans 
to include them at the moment, but they'll 
be plenty of new tanks and assault vehicles 
to compensate. Overall there’s currently 
around 100 different vehicles, buildings 
and personnel within the game and we 
wouldn't be surprised if a few more we're 
added before the game's release in autumn. 
Force Commander will adopt a mission- 
based structure with players having to 
complete various objectives during each 
mission in order to progress on to the 
next. These missions will be set within the 
known Star Wars world on diverse 
locations such as the deserts of 


Force Commander 


Find out if you have what it takes to lead the Rebel Alliance to victory against the evil 
Galactic Empire in LucasArts’ new Star Wars title, Force Commander. 


ULTIMATE 





Tatooine and the tropical forests of Yavin 4. 
Each of these locations has been created in 
real 3D which can be viewed from any 
angle thanks to the free floating camera. 
Tom Byron, Product Marketing manager at 
LucasArts said of the game's graphics: 
“Force Commander will embrace the latest 
3D acceleration technology to the fullest 
extent, allowing a level of realism not 
previously possible. Shadows of the Empire, 
LucasArts’ first 3D accelerated title, 
established a new standard for game 
graphics. Force Commander will take 3D to 
the next level, providing the ultimate 
showcase for the technology.” 

Whether this is actually what the game 
manages remains to be seen, but one thing 
seems certain, by mixing Star Wars with 
the popular real-time strategy genre, 
LucasArts looks destined to have a huge 
hit on their hands. ж 
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The deluge of real-time strategy titles we've seen over the last couple of years Shows no sign of letting 
up — there's a whole new generation on their way, with Dominion: Storm over Gifts leading the pack. 









ext month we'll have a full 
review of what promises to be 








one of the best real-time strategy games of the galaxy. After traversing the species have very distinctive attributes; 
we've seen so far - no mean feat wastes of space, the Messiah is finally for example, the Darkens are a heavily 
considering the genre has already located - but three alien races are after armoured race who believe in defending 
witnessed some top quality titles like it too! A battle ensues as each race themselves rather than arming for attack 
Command and Conquer: Red Alert, Total tries to get its hands on the Messiah. - reflected in the slow and heavy 
Annihilation and Dark Reign. Dominion: Dominion offers players the chance nature of their vehicles which carry only 
Storm over Gift3 has taken the to lead any of these four different a minimum of offensive weaponry. The 
better parts from a lot of races, each of which has its own unique Mercs on the other hand are heavily 
these game, improved upon units with individual strengths and armed and quick on their feet, but have 
them and then packed them weaknesses. Each of the four little in the way of armour. The Scorps 


all into one hugely 
promising title. 


Set some time in the future, the story 
behind Dominion unfolds around the 
discovery of a powerful device known 
as the "Messiah: Hidden deep in space, 
humans set off to find the device 
knowing that its immense power will aid 
them in their conquest and colonisation 


Huge battles ensue as rival 
factions meet head-to-head 
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moving from A to B will no doubt 





are a devious race whose sneaky tactics 
and ability to tunnel underground hold 
them in good stead against the other 
races, while the Humans, as seems to 
be the case in most of these games, are 
a good all-round race. 


As with most real-time strategy 
games, Dominion: Storm over Gift3 
promises to come into its own in the 
multiplayer mode. There's over 60 
special multiplayer maps, the larger 
of which are roughly four times the 
size of those in Command and 
Conquer: Red Alert. Essentially this 
means that each game will take much 
longer, with players having to search 
out the opposition before being able 
to mount an attack. These long 
battles allow players plenty of time to 
collect resources from the numerous 
geysers that litter each map. By 
tapping in to these geysers, players 
can accumulate wealth which can be 





used to build new units. Although 
there's a substantial number of 
different units in Dominion, there's 
nowhere near as many as in Total 


Annihilation (Ion Storm being of the 
mind that you can have too much of 
a good thing). Rather than dozens of 
units with similar attributes, Dominion 
boasts a smaller selection of more 
diverse units. Each unit has its own 
strengths and weaknesses, and only 
by maximising a unit's strength and 
exploiting others’ weaknesses will 
players meet with much success in the 
game. Thanks to pop-up menus with 
commands such as scout and defend, 
players have complete control over the 
actions of each unit. Anyone who has 
played Command and Conquer and had 
half their army wiped out whilst 


It all looks a little chaotic, but the game is remarkably intuitive thanks to the simple control system 





appreciate this level of command. 
Other features of Dominion include an 
aggressive AI which should challenge 
the very best strategy gamers. Unlike 
Command and Conquer where the computer 
controlled opposition rarely posed much of 


a threat, in Dominion the CPU teams will 
launch multiple attacks, feint assaults and 
build fortress-like bases. 

With some gorgeous graphics 
complimenting the gameplay, 
Dominion: Storm over Gift3 has the 
potential to knock Total Annihilation 
off the top spot as the number one 
real-time strategy title. 








Some of the maps are reported 
to be up to four times the size of 
those in 600: Red Alert 
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There's numerous different units 
1-8 for each of the different races 
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MechCommander 


If you are familiar with the BattleTech universe, or just fancy a change from all those 
real-time strategy games, MechCommander could be just what you've been waiting for. 
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he FASA corporation's 
BattleTech universe is one of 
the most lucrative games franchises in 
the world. The original paper and dice 
RPG has sold over a million copies since 
1984, and there are thirty novels set in 
game world. The various versions of the 
spin-off MechWarrior computer game 
have become so universal that they are 
often included in bundled software with 
3D cards, and have sold over five million 
copies. The forthcoming new title from 
FASA, the MicroProse-developed 
MechCommander, seeks to expand the 
themes familiar from the MechWarrior 
games by giving the player the 
responsibility of commanding a troop of 
Mechs in a thirty-mission campaign. 


Smoke Jaguar Glan 
For those of you who know what I'm 
talking about, the plot for the new 
game has the player commanding Zulu 
Company of the First Davidon Guards. 
You are assigned to secure a landing 
zone in the town of Port Arthur, ahead 
of the main invasion force. Opposing 
you is the might of the 
famous Smoke Jaguar Clan, 
so you are going to 
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need all your tactical skill just to 
survive. The campaign is divided into 
five parts, taking you from establishing 
a beachhead through to the capture of 
the enemy's Star Base. Throughout the 
game players will have total control 
over all aspects of the command of 
their unit. This includes logistical 
decisions regarding which Mechs to use 
for a particular mission; do you go for 
light, fast Mechs which can avoid 
enemy fire, or slower heavier ones 
which can absorb more damage? There 


uv 


The player interfaces allow you to set up the troops as you see fit. You are in command, after all 


Harasser Mine Layer Pegasus 


are eighteen different Mech chassis to 
choose from, as well as a huge arsenal 
of devastating weapons. In order to try 
and keep your team alive a bit longer, 
you also get to choose the weapons 
and sensors for the Mech suits before 
battle commences. 


It ain't easy 

You have to pick your pilots as well, 
looking after your experienced crew 
while giving rookies a chance to 
improve. All the pilots in your team 

















have distinct personalities, with their 
own strengths and weaknesses. You 
must learn to work with the different 
skills available to built a coherent 
unit and get the best out of your 
troops. The idea is that you will 
become quite attached to your crew, 
and you will really feel it if one of 
them gets killed, especially if it is 


You are assigned to secure a landing zone 
in the town of Port Arthur 


your fault. The consequences of your 
decisions will affect not just the 
outcome of the next mission, but the 
subsequent ones as well. If you lose 
a skilled pilot, it may be impossible 
to find a good replacement. As you 
proceed with the missions, your 
pilots provide you with information 
about their surroundings and any 
impending danger they are aware of. 
This gives you vital data to base your 
decisions on, which in turn will help 
your pilots to survive. 








A fresh angle 
The appearance of the game is very 
different from previous MechWarrior 
games. Instead of the usual first- 
person perspective, the action is 
viewed from an isometric perspective 
- in other words you look down on 
the battlefield at an angle of about 
forty-five degrees. The level of detail 


in the graphics is such that with 
practice you should be able to tell 
how well armoured an enemy Mech 
is by looking at the depth of the 
footprints it leaves in soft ground. 
MicroProse claim that Mech 
Commander has more animation than 
any other game in history, with an 
incredible one hundred thousand 
frames for each Mech. To give a 
heightened sense of realism to the 
animated movements, the artists used 
three hundred pound NFL football 


he footprints they leave in the soft ground 
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players in full padding as models for 
the way something big and heavy 
moves around! The high-res 3D 
landscapes are full of gorgeous detail, 
with excellent renditions of buildings 
and other structures, all of which can 
be blown up. The explosions look 
particularly impressive! 


Brain teaser 

The quality of AI programming in 
modern games is becoming 
increasingly impressive, and 
MechCommander is no exception. The 
advanced strategies employed by the 
Smoke Jaguar Clan are controlled by 
ABL or Advanced Brain Language, 
MicroProse's proprietary AI 
programming language. For those of 
you with the necessary skill and 
determination, the built-in scenario 
editor includes access to the ABL 
routines, so you can tweak the game's 
AI to suit your own tastes. 

For those of you who prefer live 
prey, the new game also feature a six- 
player on-line via either a local 
network or the Internet, so that you 
can pit your tactical skills against 
other commanders. 

MechCommander adds a whole new 
dimension to the ever expanding 
BattleTech universe, and all fans of 
the MechWarrior games will be 
impressed by the new aspects of the 
game. The combination of real-time 
strategy with the devastating 
firepower of the Mech suits should 
satisfy even the most jaded gamers, 
and the excellent high quality 
graphics are a treat for the eye. Ш 
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Devastating firepower does work 
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Lock onto your target, fire, and 
there goes a Hellfire missile on 
its way to ruin somebody’s day 














f you are a fan of flight 

simulators, you will already 
know the name Simis. Since they were 
formed in 1988, they have developed 
some of the most respected flight sims 


on the market, including KA-50 Hokum, 


Flying Nightmares, Flight Sim. Toolkit, 
SVGA Harrier, AV8B Harrier Assault, Mig 
29 Super Fulcrum, Interdictor and 
__Лтіегаїсіог П. Тһеу 
are about to add to 
this impressive 













team Apache 


Mindscape are about to release a new combat helicopter simulator which has an awesome list 
of features and options, and should stand head and shoulders over Commanche 3 and Longbow 2. 


catalogue a combat helicopter simulator 
which looks likely to become the 
benchmark by which all others are 
judged. Team Apache is the most 
detailed and accurate simulation of the 
AH64a Apache attack helicopter yet 
seen, but is also much more than that. 
With a potential of over a hundred and 
twenty different missions in three 
separate scenarios, it is also an utterly 
absorbing game in its own right. Add to 
this a wide selection of multiplayer 
options, and you begin to see why Simis 
and publishers Mindscape are confident 
Team Apache will take the flight sim 
world by storm. 


Usually when we receive a game in for 
preview, it is accompanied by a 
few pages of overblown PR 
blurb starting with something 
along the lines of, “Never before in 
the history of interactive 
entertainment...” and telling you 
next to nothing that you might 


• 


actually need to know about the 
game. Not so with Team Apache. This 
one came with five closely typed 
pages of fluent technical jargon just 
to outline the game's main features. 
No PR puff or surplus superlatives, 
just a list of facts. For example, 
concerning the damage modelling on 
the helicopters: "When you return 
from a mission your Apaches are likely 
to be damaged. The Apaches in the 
game have the following damageable 
parts: Left engine, Right engine, 
Hydraulics, Transmission, Avionics, 
Main rotor, Tail rotor, Left wing, Right 





Returning to base with a cargo of ice cream 











wing, Chain gun, Hydras, Hellfires, 
Stingers, Left wheel, Right wheel..." 
The amount of detail which has been 
worked into Team Apache is truly 
staggering. The Apache has been 
painstakingly modelled from blueprints 
and technical specifications with the 
help of combat helicopter pilots. The 
flight dynamics include accurate 
responses to wind, shockwaves and 
ground effect, as well as damage to 
the helicopter itself. 


The game interface gives you a wide 
range of playing options right from 
the start. If you go for the simple 
"Instant Action' option, as most 
people do to get the feel of a new 


game, you are still given the choice 
of what hour of the day or night you 
wish to fly, what weather conditions 
you want, and the mission area. It is 
difficult to describe to you in words 
just how incredibly detailed and 
realistic the graphics actually are, but 
to give you some idea, if you fly over 
a city in most other flight simulators, 
what you see is a static collection of 
grey boxes. In Team Apache, not only 
are all the office blocks, churches and 
football stadiums fully modelled, 
there are even detailed cars and 
lorries driving around the streets. 
And yes, you can blow them up if you 
really want to! The lighting effects 









are also superb, with realistic 
reflections from glass and water, a 
discreet amount of lens flare and 
dynamic lighting from rockets, flares 
and explosions. The latter are best 
appreciated on night missions, when 
a flare can light up the whole 
landscape. Also very impressive is the 
image intensifier night sight, which 
looks so much like the famous CNN 
films from the Gulf War you could 
almost be there. 


The campaign scenarios are more than 
just a series of combat missions. As 
commander, you are responsible for 
crew selection, morale and ensuring 
that your repair crews have an 


adequate supply of spare parts to 
keep your choppers in the air. The 
pilots and gunners all have their own 
personalities, and you must pick your 
crews to ensure that they all get on 
with one another. If crew morale gets 


Г had to watch the intro film twice before | could be certain | was watching computer animation 








too low, 
you can order your supply officer to 
do an ice cream run to cheer up the 
troops! You have complete control 
over mission details such as 
waypoints, flight formations and 
weapon loads, and you had better 
take your responsibilities seriously. If 
you fail too many missions you can 
face a court martial to answer for 
your incompetence. The mission 
scenarios are set in Utah for training, 
then Columbia in a police action 
against the cocaine cartels. The third 
and toughest scenario is set in Latvia, 
fighting against a Russian military 
incursion, where you will have to take 
on the elite of the Eastern Bloc 
forces. Each of the campaign missions 
can be followed up with rescue and 
crash recovery missions to clean up 
the mess and rescue survivors. 

Team Apache should be in the shops 
in June, so look out for our review 
closer to that date. 
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The level of detail is breathtaking 
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This screenshot shows off the 
game’s excellent visuals. If only 
we could illustrate the animation 






































here’s no doubt about it, the 

sales of games which are 
featuring the World Cup and its teams, 
players, etc. are going to be big (despite 
what we say, some people just get taken 
in by the box you see!), but due to 
general football fever within this time 
period, it’s also going to give other 
soccer games a great boost. One of 
these is World League Soccer 98, which 
is being developed by Banbury-based 
company, Silicon Dreams. They have a 
pedigree where football games are 
concerned, having already worked on the 
PlayStation hit, Olympic Soccer. 
From the early code of the game 
we've already seen, presentation looks to 
e one of its strongest features, with the 
ayer animations looking particularly 
impressive. The motion-captured 
characters add an authentic feel to the 
game, as do the vast stadiums which, 
although not modelled on real ones, help 
to create a big match atmosphere. This is 
enhanced by the commentary and sound 
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FX. Commentary in sport simulations is 
very important these days, and providing 
the voices for WLS '98 are Channel 45 
Italian football commentators, Ray 
Wilkins and Peter Brackley. Thousands of 
different phrases have been recorded to 
ensure that the same words don't blare 
out over and over again. 

As the name of the game suggests, 
players can take charge of league 
teams from all over the world, from 
those in America through to ones in 
Scotland, Japan, Italy and Germany, to 
name but a few. 

Although the code we have played is 
far from finished, World League Soccer '98 
is already showing real potential. The 
controls are intuitive and the game allows 
for some fluid passing movements as well 
as lots of individual tricks and moves. 

The main title screens have been 
kept very simple, although this doesn't 
mean there's a lack of options. In fact, 


World League 
Soccer ^98 


v | 
The choice of soccer games for punters over the next couple of months is going to be 
phenomenal. Eidos’ offering comes іп the form of World league Soccer 88... 








far from it. Players can select to change 
the speed of the game, type of pitch, 
weather conditions, length of game, 
camera angles - everything you'd expect 
from a high profile soccer sim. 

Unfortunately real player names 
and teams couldn't be added due to 
licensing, but this hasn't prevented 
Silicon from developing what could 
be a stunning soccer simulation. 
Even the commentary features the 
fakes names which makes for quite 
humourous listening. Ш 





A player attempts a flying header, but the athletic keeper makes a spectacular save. Nice stuff! 
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Sometimes we get a game that we don't know what to make of, 


a game that doesn’t seem to fit in with any one genre. These moments are cherished. 





~ 
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— nteractive Magic have been 
ж | coming up with a good 
number of solid games over the past 
year or so - Liberation Day and Seven 
Kingdoms being the most notable. 
This month we get a chance to see 
something a little bit different from 
them; they have come up with a game 
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The top-down view of Vangers gives the game that all-important Grand Theft Auto feel, even if the terrain is quite complex 


that is quite alien to anything that 
has gone before. However, under a 
weird and wonderful shell lies a solid 
3D engine and a very interesting 
driving adventure. 








| һу 
The best way to describe Vangers is 
certainly not by attempting to interpret 
the storyline behind it. It's so off at a 
tangent it makes Twin Peaks look like 
daytime TV. The characters in the game 
even have their own bizarre language, 
so you will be forgiven for not knowing 
what they are saying exactly. This only 
helps to make Vangers more intriguing. 
To put Vangers in terms of other 
titles you may or may not have seen, 
its basic in-game view is along the 
lines of Micro Machines or Grand Theft 
Auto: top-down racing in bite-sized 
vehicles. In other ways it has 
elements of Interstate 76, in that the 
cars are straight out of The Whacky 
Races, with guns hanging off bumpers 
and basically any place that will hold 
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a screw or two. The vehicles you drive 
(Mechoses) are immensely durable, 
going underwater, underground or up 
mountains with ease, and they even 
jump about like erratic grasshoppers. 
This surely makes for an interesting 
and original gaming experience. 





Br: 
Other features of this radical title make 
it look more like a graphic adventure. 
At the beginning of each game you 
enter what's known as the enclave. 
Here you converse with the Counsellor. 
He informs you of your tasks and can 
answer any of your questions, which 
are selected from a choice menu at the 
bottom of the screen as in traditional 
role-playing games. The strange thing 
about Vangers is the fact that even 
though you play through the game in 
vehicles, the science-fiction context 
means that you exist in a way that is 
more akin to creatures. It must be 
something to do with the fact that at 
the end of the 20th century (the period 
in which the game is set) the human 
race have found the connection 
between the spiritual and scientific 
world. This major breakthrough has, or 
will have a permanent effect on human 
evolution, allowing phenomenal space 
travel and contact with other 
civilisations. So things have moved on 
slightly, and as a player you will have 
to relearn everything you thought you 
knew about life! 

As you would expect, you don't 
start your life that far up the food 
chain, so your car, beetle (whatever 
you wish to call it) is certainly not as 
good as it could be. This is where you 
come in. You must drive about the 
world with two main objectives: 
firstly, to survive, and secondly, to 
grow. Once you have armed your 
measly little car you can go up to the 
surface and race about putting some 
wear into those tyres. As a part of the 
clan of Vangers (hence the title), you 
are not expected to play the game 
like Sunday drivers. The Counsellor 
knows of your clan's warrior/pirate/ 
explorer style background, and 
because you are only a puny little 
excuse for a vehicle to begin with, he 
lets you piss about doing pretty much 





whatever you want, safe in the 
knowledge that your weapons aren't 
that powerful and you won't cause 
much damage. Initially! 





Environment 

Though the game uses a top-down 
view, the 3D is a real stand-out 
feature. The world of Vangers is looking 
like one of the most ‘alive’ gaming 
environments we have seen: water laps 
on the beaches, fish dart about in the 
murky depths and spiders crawl about 
the place without a care in the world. 
The landscape is really detailed too; at 
no point do you see a open plain 
(though some might say you could do 
with some for a bit of proper racing). 
Ruined buildings, boglands, bridges, 
tunnels and eroded hills make for 
interesting, if tricky, driving. 

As you move around the landscape 
you'll find pick-ups (you only have to 
drive over them) which then get added 
to your cargo hold (inventory). These are 
conveniently bright, so there is no 
confusion with the landscape. Other 
flashing features on the landscape 
include repair buildings and generators 
to keep your car in tip-top condition 
whilst on the move. These power-ups can 
be exchanged in the Trading Area at the 
beginning of each new world and game. 
The currency in these parts are little 
bugs called Beebs - all you need to do is 
drive over them to crush 'em and they 
will be collected in your cargo hold. 











= 





The front end is a bizarre as the rest of the game — reams and reams of incomprehensible background story 





The whole arrangement of the game is 
quite fluid and malleable, not just in the 
way the worlds interlink, but also in the 
nature of the changing colours. The 
planets have chameleon characteristics 
and alter constantly from one end of the 
spectrum to the other. This, coupled 
with the variety of in-game activities 
and an invented language, really sets 
this game apart from the rest. 

At the moment it is difficult to say 
exactly what the game will look like 
when it is completed, but what you are 
assured of is that you won't have seen 
anything like it before! 8 
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ІҒ/Л-ІШЕ bar 
strike Fighter 


sarrier 


interactive Magic are well known for their flight simulators, 


the iF/A-18E. Get ready for take-off... 


trange as it is, Interactive 

Magic's new flight simulation 
game, iF/A-18E Carrier Strike Fighter (bit 
of a mouthful isn't it? We'll just call it 
F18 from now on) is actually based on a 
revolutionary new Super Hornet aircraft 
still in production in the US and soon to 
be used by the United States Navy (we'll 
tell you why later). Still, even though it 
is terribly difficult to simulate an aircraft 
which is still on the production line, it 
hasn't stopped the company from 
producing a game based on the fighter, 
and since September of '97 they've been 














beavering away putting together F18. 
Interactive Magic have managed to gain 
detailed information (legally of course, 
it's public knowledge) on the aircraft and 
bring this information to life as a fully 
blown game for the PC. 

IM are incredibly experienced at 
producing games which fit into this genre 
and this is thanks to the strong in-house 
development team who include ex-US Air 
Force pilots. 

The immense detail on the aircraft 
isn't really worth going into and would 
most probably bore a lot of people to 
death, so for now we'll just fill you in 








and we've uncovered details on their latest, based on a revolutionary aircraft, 





on some of the major elements of the 
game, which are really quite incredible, 
and of course, more interesting. 

Unfortunately the game is still heavily 
in production, so some of the screenshots 
we have been given aren't excellent – 
especially the ones which show water (it 
wasn't finished at the time). Even so, we 
still managed to get a general idea of how 
the design is coming along. As well as the 
major points of the game, the small 
elements are still being decided on. For 
example, should the main screen include 
small animations? If they do, will they 
look pretty (with aircraft landing and 
taking off from the carriers), but at the 
same time slow down landing times and 
eat up disk space which could possibly 
used elsewhere? A lot of thought is being 
put into the project, as you'll learn further 
on into this preview. 

Talking of the main screen, it's here 
where you will be able to access all of 
the main areas of the game. For 
example, click on one of the buildings 
and you'll be taken to the multiplayer 
area where many players will be given 
the chance to battle it out up in the 
air. Another allows you to jump straight 
into the action, and there's also 
departments for people who want it to 
be slightly more realistic. Campaigns can 
be read about, players can learn about 
different kinds of enemy (including 
aircraft, ships and land vehicles) and 
literature on your own weapons can be 
read up on. So, once you've completed a 
bit of research, you'll know your strong 





points as well as the ones of your 
enemy (plus their weaknesses). 

Players are able to create their own 
air wings, and per squadron (actual 
Navy squadrons) over 200 pilots can be 
found. It is hoped that those with 
access to a scanner or digital camera 
technology will be given the chance to 
create their own character and then 
import a mugshot of themselves. 


Admittedly, the first part of the game's 
name (iF/A-18E) looks quite similar to 
a lot of others, but it's the Carrier 
Strike Fighter part which is more simple 
and gets quite interesting once you 
learn what it's all about. If you're a fan 
of the genre, you'll know that in most 
flight-sims you take off from the 
ground. In F18 however, things are 
considerably different and most of the 
time the way to start a mission is to up 
the throttle and take-off via an aircraft 
carrier deck (in the sea, if you didn't 
know). As you can imagine, the runway 
is quite a lot shorter, meaning take offs 
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Just for you, here's the main screen 





require slightly more preparation than 
in other games. 

Landings are also ranked so you can 
see how well you've done (or haven't) 
afterwards. You can then learn from your 
sometimes foolish mistakes and attempt to 
better your landings in future missions. 


Unlike some flight simulations, F18 will 
boast a dynamic campaign generator 
giving players an unlimited supply of 
missions. There are two main campaigns, 
the Persian Gulf and Aegean. Gamers will 
be able to fly the same mission twice, 
but the positioning of enemies and their 
tactics will differ from mission to 
mission. This is obviously a factor which 
will attract people who are looking for 
something even more realistic than your 
average flight simulation. 

In addition, if you opt for it you 
don't get given a second chance at a 
mission if you fail in real life. This will 
also mean that you are then unable to 
travel up the rankings and be awarded 
with various certificates and medals. 
Why? Because you'll be dead and on 
your way to a state funeral. 

Inside your fancy Hornet it obviously 
looks pretty similar to some other cockpit 
layouts, with a few nice touches here and 
there - obviously. Something which was 
revealed when we visited the Interactive 
Magic offices was the ‘Active Cockpit’ 
Normally lots of keyboard commands are 
required to do things such as bring up your 
landing gear and turn off your brakes. With 
the Active Cockpit though, you can avoid 





If you don't make the take off correctly, you're going to end up in the sea! 
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this and instead use your mouse to 
activate buttons and switches. If you get 
into a spot of trouble (and we all know 
that can happen every now and again), 
just look in-between your legs (oh er!) and 
you'll notice a eject handle. Click on it and 
you'll be thrown out of your craft to safety. 
Those loyal to their aircraft can just go 
down with it, but as I’m sure you'll agree, 
it's a lot more sensible to save your life. 
As well as good news to those who 
don't enjoy using the keyboard, there's 
also benefits for those who do. For the 
first time, users can change each and 
every button to their specification. A 
whole option screen is dedicated to this 
and will no doubt be a popular option 
with players regularly using this method. 
In addition, medals and certificates are 
awarded to those who deserve it and 
prove themselves to be a team leader! 
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Plenty of radars have been 
implemented so that you are 
able to keep track of the enemy 
in the air and on land 
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Long tunnels and tight corridors 
add to the atmosphere 





wW e first took a look at Unreal in 
our debut issue, which seems 


so long ago now. At the time Epic Mega- 
games were planning to use the engine 
from Quake II, but since then they have 
managed to develop their very own 3D 
engine, and from what we have seen it is 
going to be very hot. That, backed with 
an involving storyline should give 
Unreal an unprecedented level of depth. 
Storylines have become a more important 


© network fully fonctoning, н 
_ there has been 
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feature of this genre; a great example is 
the way in which Half-life develops as 
the game goes on by starting off without 
much violence which then escalates as 
the game continues. In a similar manner, 
Unreal is packed with excellent ideas. 
Players take on the role of a prisoner 
confined to a starship-come-jail. On route 
to who knows where in space the ship 
hits some serious problems, and luckily 
for you it crash lands on the planet 
Gryphton. Unluckily though, you are the 





The game set to rival the king of the first-person shooters is soon to arrive, guns a-blazing 
and loaded with a completely new engine. It’s been a long wait, but will it all be worth it? 





only survivor of the accident, and the 
planet you have now become resident of 
is not as desolate as you might initially 
think. In fact, the world that used to be 
inhabited by a peace-loving race called 
the Nali has now been overrun by an evil 
race known as the Skaarj. They have 
either murdered or enslaved the Nali and 
have since been waiting around for a 
poor soul like you to wander into their 
sights, and that is pretty much it. There 
is one other thing you should know about 
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the planet: it has one of the only 
supplies of a very valuable element 
called Tarydium, which can be used as a 
strong power source. This stuff acts as a 
magnet too, and it is this enveloping 
effect that has brought you and your new- 
found enemy to this hellhole of a planet. 


Quake 11 beater? 
So how will Unreal be better than Quake 
II? Well, firstly we reckon the new engine 
will be a major step up. It uses something 
called ‘portal technology’, which basically 
means that the game will run quicker and 
smoother than anything before it, giving 
the game superior translucency effects and 
animated textures which should provide 
the game with a whole new lifelike 
feel. Many of the objects in the 
game will be fully rotational too, 
giving players more to avoid 
and a generally 

more interesting 
gaming environment. 
This is coupled with dynamic 
lighting to give more atmosphere 
to certain parts of the levels, 
shown to best effect in the dark 
underground passages where the 
lights suddenly go out and pools 
are eerily lit from above. 


Dumb or dumber 


The artificial intelligence is also set to be 
better than anything currently available 
on the shelves. Again, Half-life is looking 
pretty good in that department, but until 
we play it enough it is difficult to know 













which game will be the most impressive. 
On Unred/'s side they have Steve Polge 
tweaking the monsters to make them 
really cunning. Steve is best known for 
creating the Reaperbot in Quake, so we 
can expect some really bright guys to 
fight against. Apparently the enemy will 
roll sideways to avoid your fire, and then 
run and seek cover only to pop up 
occasionally and take a few shots at 
you. Also, if you've noticed, the 
enemies look really good too. Less of 
those horrid pointy edges and weird 
joints. This is down to the developers 
stretching the polygons over corners 
and expertly blending them together. 


On your side 


good, then how the hell are 
you supposed to kill them? Well, 
it’s simple really; make use of the 
many new and exciting weapons 
that you'll find left carelessly lying 
around, just waiting to be 
picked up and played with by 
small children. As usual they 
have cool names like the 
Razorjack, the Eight Ball Launcher, 
. the Tarydium Shard Cannon - which 
sounds particularly painful - and of 
course, the much-loved and over-used 
Rocket Launcher. However, things are 
more complex than just weapon 
selection and personal favourites. For 
a start, each of the weapons will have 
multiple functions - switch to automatic 
if your trigger finger is tired or lock it 
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to frequent bursts of fire or single 
bombs, depending on the situation. 
This sounds like it could make things 
more complicated, but I'm sure given 
playing time players will get used to 
the new control additions. 


Mission accomplished 

There are thirty levels in the game, 
with lots of variety in both the look 
and objectives. You begin at the crash 
site and soon realise there is much more 
to this place than you could ever have 
dreaded. Apart from the hungry Skaaji, 
there are some alien species who will 
help you, whilst others will try to eat 
you - just to add to your problems. Your 
main objective is to survive and escape 
the planet, so get ready to гип. Ш 
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Epic Megagames’ map editor 
allows for intricate levels to be 
designed with relative ease 


B www.unreal.com 





ДАТ LEAST 1-8 





MAY 1998 | ISSUE NINE | ULTIMATE РБ 














со СТТ 





EN 
“ FNN 


Krossfire has three different races 











One of many animated cut scenes 
which help explain the plot 











| he year is now 2180, and the 
events that occurred forty 
years ago on Earth are almost forgotten. 
Both of the sides managed to avoid 
extinction and have spent the past few 
decades working out how best to start 
the war again, but this time with their 
minds set firmly on total destruction. The 
Survivors went underground to avoid the 
radioactive waste that covered the planet, 
but the Evolved remained on the ground 
and have become even more mutated - 
if that was ever possible. With all their 
activity however, they didn't think that 
they would have another party to deal 
with, an army that would prove to be 
massive spanner in the works. Three 








(KND: Krossfire 


Not so long ago we reviewed (ЖШ: Extreme. Surprisingly, we have now seen the code for the sequel. 
So how have they found the time to improve on the original, and what new things can we expect to see? 


armies all battling for the same piece of 
land - what better bedfellow for Starcraft? 


| | 
Тһе new army is much more scary than 
man or beast. These troops are robots, 
with no souls or will to live - we are 
talking death runs galore. They go by 
the name of The Series 9 Robotic Army - 
sounds like they have just rolled off the 
production line to us! In fact that is not 
far from the truth; the Series 9's are 
agricultural robots, looking something 
like futuristic tractors, but just like in the 
film Runaway, these seemingly harmless 
lumps of metal have malfunctioned and 
deviated from their tasks in the field to a 
more pressing matter: revenge. 

But what are they fussed about, 
they're only robots? Not the case. The 
nuclear war of 2079 destroyed all the 
Series 1-4 robots that were based in the 
cities, but the rest were far enough away 
to survive. They managed to evolve 
enough to find out about their puny 
existence once the humans had destroyed 
traditional farming methods, and now 











they are angry. Anyway, their weapons 
are powerful compared to the sticks and 
stones of the Survivors, so serious tactics 
will be required to complete the missions. 


As well as a new army, Krossfire will have 
45 missions for all you real-time strategy 
gamers to wade through - that's roughly 
Dark Reign and Red Alert put together. 
Whether games are better when the 
missions are linear or non-linear is a matter 
of taste, but at least with linear games you 
know how far you have to go to complete 
the game (see Total Annihilation for proof 
of success). Developers, Melbourne House 
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thought that the non-linear angle was 
better so players could have more choice 
in the missions they wanted to play. It 
worked with Command & Conquer - you 
got to choose which part of the map you 
wanted to attack, putting you in control 


rather than just taking orders all the time. 


But if that's not enough control for you 
then why not make up your own missions 
using the in-game mission editor? 

If you're a multiplayer fanatic, you 
will be glad to know that KKND – 
Krossfire will have an eight player set- 
up where you can have CPU enemies 
along with human players on a choice 
of twenty different maps. 


The new maps include three new 
landscapes: highlands, urban and desert. 
The terrain will have a good level of 
interaction too, with players able to 


alternative power sources such as wind, 
so you should never find yourself run 
down. If you find your units getting lost 
around the map you can set waypoints for 
them to pass through. This means you 
can set up safe havens between outposts 
and guard them accordingly, safe in the 
knowledge that your troops will not 
wander into uncharted territory. Whether 
you are a fan of it or not, the game will 
feature fog of war and line of sight. Fair 
enough if the terrain is 3D, but line of 
sight can be really annoying - if you can 


"| 5000 





see both your unit and the enemy you 
should be able to get him to fire. We 
shall have to see how that works in the 
final version. You will also have more 
orders available, which should give you 
more control over the units. Fight, 
defend and patrol bring the game up to 
the level of Total Annihilation. 

So even though it has not been very 
long since the first game, there are 
enough improvements here for Krossfire to 
be more than an add-on. In some ways it 
will be the game KKND: Extreme wanted to 
be, but for certain reasons couldn't. Okay, 
so the game is nothing new. But then, if 
the formula works, don't change it! 
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scorch the ground and blow up bridges as 
they move about the maps looking for oil 
and enemies. If you can't find oil there are 








Build units and then launch attacks on the enemy 
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Each of the three races іп the game has its own unique buildings and offensive and defensive units 
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MAY 1998 | ISSUE NINE | ULTIMATE PG 


GA FEAture 


1 





Renowned as innovators in the games industry for their ground-breaking graphic adventures, 
Trilobyte are planning to change the face of online gaming with their new title, 
Extreme Warfare, due out this summer. Ілтімдте PG travelled to Medford, 














Oregon to talk to Lead Programmer and GEO, Graeme Devine. 


ince the company was formed in 
1991, Trilobyte have become 
well known as innovators within the 
industry, producing high quality computer 
games relying on the use of full motion 
video technology. Their 1993 release, The 
Seventh Guest, a CD-ROM based mystery 
adventure, was very highly regarded, and 
having sold one and a half million copies, 
ranks as one of the best selling games of 
all time. In 1995 they followed it with a 
sequel, The Eleventh Hour, which sold half 
a million copies on advanced orders alone, 
before it had even appeared in the shops! 


Both games were graphic point-and- 
click adventures, combining 3D 
animation with live actors. The use of 
full motion video (FMV) in computer 
games was at that time a very new 
idea, and Trilobyte were among the 
first developers to use this technique, 
an innovation which has since been 
copied by many others. They followed 
the success of their first two products 
with the release of Clandestiny and 





Uncle Henry's Playhouse, which also 
saw the company briefly experimenting 
with publishing their own products. 
They have now decided that they 
would rather concentrate solely on 
game development. 


Having shown their talents in the 
graphic adventure genre, they are now 
leading the way in multiplayer online 
gaming with the forthcoming release of 
their new title, Extreme Warfare. Due out 
in August of this year, Extreme Warfare is 
a team-based combat game in which 
players take the roles of soldiers in a 
futuristic war on the surface of Mars. 

In single player mode, the game 
features 26 large scale missions set in 
realistic and highly detailed 3D terrain with 
rivers, bridges, buildings and underground 
tunnels. However, it is as a multiplayer 
game that Extreme Warfare excels. After 
deciding in the chat room whether to play 
as the humans or as the alien Sway, players 
have the option of using one of ten 
different military vehicles, or to be an 


infantry trooper. Vehicles include tanks, 
attack or transport helicopters, and jeeps. 


The game is designed to break away from 
the ‘blast everything that moves’ school of 
online gaming, by requiring players to work 
as a team to accomplish realistic military 
objectives, such as capturing buildings, 
cutting supply lines and rescuing injured 
troops. These missions are outlined in team 
briefings for each side. To give the game 
additional depth, both sides have a 
different slant on the game's background 
story. To the humans, the Sway are ruthless 
alien aggressors out to destroy mankind, 
while the Sway see the humans as barbaric 
desecrators of their sacred lands. 


The story goes something like this: It is 
the present day, and an expedition to the 
South Pole makes an amazing discovery. 
Frozen in the polar ice is an abandoned 
but largely intact alien spacecraft. After 
fifty years of intense research and back- 
engineering, the craft yields its secrets 





and mankind is rewarded with space travel 
technology far in advance of anything 
seen before. Within a short time, a colony 
is set up on Mars, and the terraforming of 
that planet begins. Unfortunately, it turns 
out that we were not the first to visit the 
red planet, and more alien technology is 
discovered. An attempt to investigate this 
discovery results in an alien beacon being 





accidentally triggered, which sends a 
signal to the alien's home planet. The 
Sway, as they are known, regard Mars as a 
sacred site, and when they learn that the 
despised humans are desecrating the 
planet, they turn up in force and in a fit 
of bad temper, destroy the Earth! Funny 
how most of the best games seem to start 
with the Earth being blown up... 


The Sway then turn their attention to the 
human colony on Mars. Obviously they do 
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not wish to destroy a world they consider 
to be sacred, so they attack using ground 
troops and conventional weapons. The 
human colonists fight back, and the 
resulting war forms the basis of the single 
player campaign. Over the course of the 
26 missions, players can take on the role 
either of the humans fighting for their 
lives, or as the Sway battling to rid their 
sacred lands of the invaders. 


The emphasis on teamwork means that 
anyone who joins an online game of 
Extreme Warfare will be allocated a role 
within the side they have chosen. 
Depending upon the scenario being 
played, one player might fly the 
transport helicopter to take the 
infantry players to the battlefield, 
while others provide air cover with 
attack helicopters and the rest follow 
up with the tanks. The complex 3D 
landscapes can be used to full tactical 
advantage to provide cover and 
concealment for both attacking and 
defending troops. Bridges can be blown 
up to slow the enemy advance, and 
trenches and tunnels can be defended 
as strategic strong points. The 
intention is to provide a realistic and 
involving simulation of actual battle 
conditions, where your life depends on 
those around you, and theirs on you. 
This unique approach should make 
Extreme Warfare one of the most 
popular online games around. 
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Graeme, how do you see Trilobyte's 
position in the industry relative to other 
games developers? 


I like being a small developer. I 
think we were really good at being a 
small developer, and we had a 
successful formula. Then we thought, 
“Hey, we can publish games!” and we 
tried to publish some of our own 
games, and we were not so successful 
being a publisher. There was too much 
internal pressure in the company to get 
games out, provide the support, 
provide the manual, duplication and all 
the money to do that... so now we've 
gone back to being a small developer 
again, just doing one or two games a 
year - I like that. 


I have seen the two titles you are 
working on at the moment, which are of 
course Extreme Warfare and the racing 
game based on the same engine. Do we 
call that Extreme Racing? 


Oh, the racing game! Whatever you 
want to call it... 


I had a brief look at that, and it's 
very nice. 





Well, it's proof if any were 
needed that this graphics engine does 
more than just play a wargame. It's 
truly versatile. 


It certainly is. Do you see Extreme 
Warfare as part of a genre of current 
games, or as a unique product that 
stands on its own? 


I think it stands on its own. 
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We've tried to set it apart from other GD: (Laughs out loud) Are you saying 

genres. A lot of people are doing we're old? 

first-person shooters - which is a 

good genre, don't get me wrong - and vec No, I think this is a good thing! 

a lot of people are doing real-time Wouldn't you agree that this is an 

strategy games, and that's also important feature of Trilobyte, that the here don't get out of university until 
becoming really popular. It seems to people you have working here have a they're 23 or 24, so at 25 they're 

be finding its own wings. A lot of broader range of experience than most having their first job experiences. 
people thought it had died with Red other development companies? That's quite different from the UK 


Alert, but then along comes Age of where you finish university at about 















Empires and TA (Total Annihilation). GD: Well, you 19 or 20, and go straight into your 
With Extreme Warfare we've tried to have to first job then. Do you think everyone 
define a kind of 'team genre' where remember that in the industry is young, or are parts 
everyone has to play different roles, people over of it getting older? 



















and where those roles are more than 
just a little bit apart, they're 
actually really different. 


uri Something which has 
struck me as I have gone 
round your office talking 
to people is that the 
average age of the folks 
working here is five or 
six years higher... 
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Neil Young. I was the same age as 

ІН them. They've moved оп now, Fergus is 

| in Ireland somewhere, I think he's at 
Origin. Those guys sort of aged with me, 
we were all spotty and acned together, 
and now we've all moved on. Probe 
itself is probably still very young - it's 
owned by Acclaim now isn't it? - darned 
good games though. 


Oh yeah! No doubt about it. But 
the guys I have been talking to here, 
they seem to have strong backgrounds 
in the arts, and your sound engineer 
downstairs, he's a classically trained 
musician. Having access to all those 
skills must be an enormous advantage 
for Trilobyte? 

GD: I think one of the problems we have 
in our industry is that we have such a 
tremendous turnover of talent that we 
never really learn anything. The basic 
skill-set of someone just coming into the 
industry, of having a good art background 
and having been to art 
school, and knowing how to 
draw a human body, and knowing 
what a human body's skeleton looks 
like underneath so you can animate it, 


Well, the most recent developers I 
have visited were Probe, who did 
Forsaken, and their average age for their 
whole company is 26. Most of the actual 
programmers are 21 or 22-years-old. 


GD: I used to go over to Probe 


when I was at Virgin, and I 
know Fergus 


McGovern and ь 


jw. 








and even the programming skills, knowing 
the 3D maths involved in making Quake. 
You know? I think, in schools, if they 
taught people like, "This geometry we're 
doing today, that's what does the light 
reflection in Quake", I think there'd be a 
lot of kids saying, "Hey I want to do that 
when I grow up!" But a lot of people 
coming into the industry don't get 
trained in 'the classics; you know? 
Programming, arts, anything. Then they 
move on, they think, “Well, I've done my 
bit in games, now I want to make 


| 
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movies." And off they go to the movie are some universities in England, like 
industry, or the television industry, and Sheffield, Bristol and London, that are 
then we have to hire new young people, very good at computer science. 


and we start again. 
Yes, a decent education is always 


Do you think that the education going to be a big advantage. Well 
system in America gives people a better Graeme, thank you for taking the time 
background than you might find in Europe, to talk to me, now let's have a look at 
or is this a general problem all round? this new game of yours shall we? 















GD: It's a general problem all round. In 
this area here, I will send my kids to 
school here, because it's got a really 
good school up to the age of about 
twelve, after that, well who knows? 
There are some universities here that 
are very good at computer science, like 
the University of North Carolina. There 
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World Gup ' 


Prepare yourself for a barrage of footie games as the build up to France 98 
gets underway, starting with World Cup ‘98, the official game, from EA Sports. 


Publisher: EA Sports 
Developer: EA Sports 





With all the obligatory hype and entertaining versions of all sports. You 
Release: May А р 6 f 
Web Site: www.easports.com build up it's getting, you can be sure can usually be pretty sure they won't 
Players: 1-8 that more than a few games developers disappoint, and at first glance at least, 
are going to be jumping back onto the it certainly doesn't look like they have. 
bandwagon, so to speak, by releasing as Not only have EA Sports developed 
many footie games as possible in the the only official World Cup video 
frenzy. Yet with everyone releasing their game, but they've also grabbed the 
Time 23:15 own different versions of the same commentary talents of Gary Lineker, 

SOME T engiang game, each claiming theirs to be the Chris Waddle, John Motson and Des 
best, one company will surely stand out Lynam - now that's got to be a pretty 
in the crowd. I am of course talking impressive team by anybody's standards. 

ootball is the only language about EA Sports. World Cup '98 looks set to present them 

spoken all over the world, the EA Sports have a phenomenal record in an authentic TV-style presentation 
only truly international game, and the in almost every field of sports (except to really add that all important pre- 
biggest event in its calender will begin maybe chess), producing some of match tension. With this much effort, 


in little under two months. the more graphically realistic and 





23:51 France © England 





What a great shot — shirts are 
well detailed and innovative 








Time for the anthems and half the players seem to be arranging their unmentionables — that'll be to do with the new ban on the tackle from behind! 
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you will have already guessed that 
World Cup '98 will contain all of the 
names, teams and kits that you'll be 
seeing in France, so you can play a 
more realistic game. On top of this 
there sits a unique Classic Team mode; 
now you can relive, even replay, the 
greatest matches you've ever seen, from 
the classic England '66 final to the 
incredibly tense semi-final of Italia '90. 
But how will it play? Well that still 
remains unknown, but as far as we can 
tell it certainly looks to be pretty good. 
The addition of the Star Player Moves 
feature means that now your best 
players will have certain trademark moves 
unavailable to any other players. Realistic 
weather conditions will dramatically 
affect not only playing conditions, but 
how each of your players will react under 
these circumstances. All this as well as 
realistic team strategies that allow you 
to choose tactics, playing styles and 
other various facets that may either 





compliment or counteract each other, 
means there's more than enough in the 
way of features, options and variety to 
last any football freak for a very long 
time. And if the competition gets a 
little too hot to handle, or you simply 
want to show off your knowledge of the 
sport through slightly less conventional 
means, a World Cup trivia quiz is 
included to see just how much of a fan 
you really are. 

Graphically it appears to be the bee's 
knees; the screenshots shown here look 
more like shots from an impressive intro 
sequence rather than in-game images, 
but to run these kind of quality graphics 
will probably require the use of some 
expensive hardware, without it there will 
still be some concern as to how smoothly 
it will run - but again, we'll have to wait 
and see. Everything seems to be fitting 
in very nicely, but until its release 
sometime this month, we won't really 
know how it plays. It's the all-important 


A plucky England striker makes a daring run on goal whilst his team-mates and opponents stand well back 
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control system that really seems to make 
the difference at the moment - this more 
than anything else is what will decide 
how successful World Cup '98 will be. 
But one thing's for sure though, with EA 
Sports' distinguished history in this 
particular area, we here at UtriMArE PC 
certainly won't be predicting a failure, 
and I for one can't wait for World Cup 
‘98 to drop through our letterbox. 
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Having the Fastest 
3D Accelerator 
isn't Everything... 
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it's the ONLY thing! 


Break the speed limit! We dare you! With its three processors running in parallel, 3D Blaster" Voodoo? delivers an 
awesome fill rate which leaves others standing. For performance, image quality and 3D gameplay, it's the fastest card 
on the planet. And if one Voodoo? isn't enough, you can install two and double your performance! 3D Blaster Voodoo? 
is the only 3D games accelerator hot enough to carry the official 3Dfx" Interactive Voodoo? name. 


Get in the fast lane at your nearest retailer or call 01245 265265 


for details of our exciting games bundle. Now. 
“It’s during gameplay 


that the massive Features and specifications 

power of the 3D 

Blaster Voodoo2 * Up to 12MB of ultra fast memory for maximum performance 

really shows. This is © Delivers 180,000,000 texels per second 

definitely the © Up to three times the rendering rate of original 3Dfx™ Voodoo Graphics 


smoothest Quake card 
PC Review has 
seen.”- PC Review 


• Best accelerated games support in the industry 





The Hottest Upgrades For the Coolest PC. 


CREATIVE 


WWW.SOUNDBLASTER.COM 


Copyright 1998 Creative Technology Ltd. 3D Blaster is a trademark and the Creative logo is a registered trademark of Creative Technology Ltd. The 3Dfx Interactive logo and Voodoo Graphics are trademarks of 3Dfx Interactive, Inc. All other brand names and 
product names are trademarks or registered trademarks of their respective holders. All specifications are subject to change without prior notice. Actual products may differ slightly from those pictured 
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Despite the number of reviews this month (which is up on recent 
issues) only one game earned our Must Buy accolade, and that was 
Gremlin Interactive's Motorhead - a lightning quick arcade racing 
game with some gorgeous graphics. 
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As well as a disappointing number of Explosive games, there's been a Supplies pulus Mri а bros 
definite shortage of Hot Properties too. Only StarCraft and Ultimate | o pin ышкы» АА УЗУП Б cn ишин р едеш 
Soccer Manager “98 managed to pick up the award this month. | ДУБО WEN Any: SABRES tapi les ОГЭШ МАША 
MUST SEE|PC lith the number of games which need specifi 
NEUE DN | elerator cards inc this demands attention 
| he all-im it comment and score 
Two more games join the hall of shame this month, with Claw and | MIO NF d AST EE 
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Sierra Sports’ Ski Racing both scoring under 50%. But for a few 
percentage points they would have been joined by Jazz Jackrabbit 2 
and Queen: The Eye too! 
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Following on from the success of Warcraft I and I, Blizzard Entertainment move on to а 
new frontier with the release of their latest real-time strategy title, StarCraft. 





ULTIMATE PG ISSUE NINE MAY 1998 





amn! Damn! Damn! I just 

knew this would happen! A 
few issues back I said that if I was 
ever given another real-time strategy 
game to review I would chuck it 
straight in the bin and give it the 
world's first negative score. Well, 
StarCraft from Blizzard Entertainment 
is quite definitely a real-time strategy 
game, and I am grudgingly forced to 
admit that I have become quite 
hopelessly addicted to it. 


The one thing that I prize above all 
other qualities in a game is originality, 
and frankly I had given up all hope of 
ever finding it in an RTS type game. 
There are so many of them on the 
market, and there are so few new ideas 
to go round, that they all end up 
looking and playing pretty much alike. 
I would defy anyone except the 
developers to distinguish at a glance 
between Dark Reign, Dark Colony and 
Total Annihilation. StarCraft however, is 
a different kettle of fish entirely. While 
it has all the features you have come 
to expect from the higher end of the 
RTS genre, such as high-res animated 
vehicles and buildings, genuine 3D 
terrain and line of sight/fog of war, it 
also has an internal consistency and 
what, for want of a better word, I 
would have to call charm, all of its 
own. From the moment you start the 











game, you find yourself becoming 
immersed in an unfolding story of war, 
intrigue and betrayal spanning entire 
planetary systems. The animated 
characters take on a life of their own, 
and their personalities start to grow 
on you. Many games attempt to fill 
out the plot with FMV sequences and 


cut-scene animations, but few do so 
with the same style and elegance as 
StarCraft. The quality of the computer 
animation in the end of level movies 
would not look out of place in a major 
feature film. 


And then there are the aliens. In most 
RTS genre games, the only thing which 
distinguishes one side from another is 
the colour of the tanks they can build. 
In StarCraft there are three distinct 


races, each with their own unique and 
very different technologies. The game is 
divided into three parts each of ten 
missions, which are played in order so 
that you get to fight the war from the 
viewpoint of all three of the races 
involved in the game. 

First you have the humans, or 
Terrans. Descendants of convicts and 
mutants exiled from Earth, the 
colonists of the Koprulu Sector have 
formed themselves into a number of 
competing factions, chief amongst 
which is the Confederacy. There are 
also numerous rebel groups such as 
the Sons of Korhal who battle against 
the Confederacy's tyrannical rule. The 
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For those of you who have 
discovered playing RTS 
games online, StarCraft has 
an eight-way multiplayer 
mode, with either human or 
computer players included. 
Connection can be made 
using either an IPX local 
network, or via a modem 
over the Internet. If you 
have access to the Internet, 
Blizzard have a service 
called Battle.Net, which 
allows players from around 
the world to compete 
against one another, with a 


appearance of two 

advanced and warli 
force the Terrans to 
political differences 


echnologically 
e alien races will 
put aside their 
and fight for their 


common survival. Terran technology is 





not as advanced as 


heir alien foes’, 


and the core units are Marines in 
powered armour, heavy Siege tanks, 
and SCV construction vehicles. It is 
presumably no accident that you play 
the Terran missions first, as the style 
of play is closest to the majority of 


other RTS titles you may have tried. 
You build a base starting with a 
mobile construction vehicle called an 
SCV, and work your way up to 
specialised research stations and 
vehicle power-ups. The resources for 
your constructions come in the form of 
Vespene gas and mineral deposits, 
which must be collected and processed. 
The element which sets the Terran 
forces apart is the ability many of 
their buildings have to uproot and fly 
to new locations. 


MENU, 
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The three different races have their own unique appearance, and their own very different technologies. The result is a superbly balanced game 
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world-wide ranking system. 











The terrain maps have a wide 
variety of different landscapes, 
from woodland to space stations 
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There aren't too many real time 
strategy titles which allow you to 
have space ship battles as well 








p Once you have completed 
DE the Terran missions, you 
move on to the insectoid 
Zergs, and things are 
“y ES suddenly very different. 
Whoever was responsible for 
, designing the Zerg race 
deserves a Nebula award 
(the sci-fi equivalent of an 
Oscar), because they are 
the most convincingly 
alien species I have ever 
seen in any game, equal to 
anything Larry Niven has ever 
dreamt up. The Zerg 'base' is a 
hive colony built around a 
{ L central hatchery which produces 
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the larval stage of the Zerg life 
cycle. These larva can be forcibly 
mutated and metamorphosised into 
the various other structures and 
creatures which make up the colony. 
As the colony spreads, it covers the 
ground with a carpet of slimy bio- 
matter, upon which other structures 
can be built, like giant organs in the 
body of a living creature. As new 
structures appear, you gain access to 
new genetic mutations to improve the 
effectiveness of your creatures and the 
security and productivity of your 
colony. The abilities and attack forms 
of the Zerg creatures are very different 
from the Terrans, and you will have to 
re-think your tactics to match this. 





Finally, you move on to the 
enigmatic Protoss, a highly evolved 
and technologically advanced 
humanoid race, with powerful psionic 
abilities. The Protoss are conservative 
in nature and consider themselves 
to be the stewards of galactic 
civilisation. The structures of a 
Protoss base are powered by a form 
of psychic energy linked to their 
racial religion, channelled through 
special crystals found only on their 
home world. All the Protoss base 
structures must be built within a 
certain radius of a pylon made from 
this crystal. The Protoss have the 
most powerful weapons, but this is 
offset by their relatively slow build. 
All three races have their own unique 
appearance, and their respective 
units all look and behave radically 
different from each other. 


Certain game elements remain 
consistent no matter which side you 
are playing. Technical advances 

are made by first building certain 
structures, which then allow previous 
structures to be upgraded, which in 
turn allows a power-up for your 
units. For example, to train Terran 
marines, you first build a barracks, 
but then to upgrade them you need 
an engineering bay, and then for 
further upgrades you require a 
science facility. This theme is 
repeated for the other races. 

Since these upgrades will cost 
you valuable resources, the trick is in 
finding the right balance between 
production and research. I found the 
balance between the two to be well 
judged, although I found myself 
(as the Terrans) needing a 
disproportionately vast number of 
Supply Depots in most of the 
scenarios. Perhaps it's just that I'm 
used to playing the type of RTS game 
where the winning method is to build 
huge numbers of tanks and flatten 
the enemy in one big rush. In 
StarCraft, you can research such 
things as cloaking technology, and 
send out invisible spotters to call in 
nuclear missiles, so with guile and 
cunning you can accomplish your 
mission with fewer units than you 
might expect. 






In terms of the actual nuts and bolts 
of the gameplay, StarCraft scores 
highly in a number of ways, but there 
are also one or two annoying flaws. 
The icon-based control interface is 
clear and easy to use, with an online 
bubble help feature to answer any 
questions and a comprehensive list of 
hot key commands allow you to group 
units together into combined platoons. 


Unit-building structures have a ‘rally 
point' setting so that units can be 
sent straight to where you need them, 
and you can queue up the production 
of up to five items at a 
time per structure. 

Unit navigation can 
be set up using 
waypoints, or you can 
assign one unit as a leader 
and have others follow it 
around, which is very useful for 
providing air cover to vehicles with 
no anti-aircraft capability. Units can 
also be ordered to patrol or hold 
position. The only criticism I could find 
with this system is that the navigation 


AI for the ground forces sometimes gets 


a bit confused, which can lead to 
vehicles sometimes getting trapped 
down dead ends and cut off from the 
main force, or wandering into enemy 






strongholds and being destroyed. 
Careful use of waypoints could avoid 
this, as long as you have scouted out 
the map beforehand. 


The other thing which I found to be a 
little annoying was the amount of 
space needed between buildings for 
vehicles to pass between them. I often 
found that I had inadvertently walled 


up a few units by putting a bunker in 
the wrong place, and they would then 
have to be airlifted to get them into 
the action. However this is not a 
problem unique to StarCraft, and I 
guess I should just take more care 
when building bunkers. 

Some of you who have already 
played and enjoyed some other recent 
RTS games may think that there are 
not enough different types of unit 

to build, but you must 


remember that each type of unit can 
have as many as six upgrades, some 
conferring whole new abilities, so the 
choice is a lot wider than it seems. 

I would be derelict in my duties if I 
did not mention the superb campaign 
editor included with the game. It is 
probably the best designed level editor 
I have seen for a game of this type, 
with a large map window, an Explorer- 
style interface for selecting what to put 
where, and a very professional overall 
appearance. All the graphics used in the 
game are available to use, and there is 
a list of options for scenario goals and 
parameters, as well as trigger points for 
enemy units and sound effects. 

АЦ in all, I would put StarCraft 
firmly into the top five RTS titles, up 
alongside Total Annihilation and Dark 
Reign. Graphically it looks superb, 
easily equal to any of the others, and 
for sheer playability it is certainly hard 
to beat. Combined with the brilliantly 
conceived alien races and the involving 
storyline, StarCraft deserves to be a 
best-seller. 
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For playability, style, 
graphics, and the all- 
important originality, the 
excellent StarCraft is in 
the premier league of real 
-time strategy games 


VERDICT 


OUT OF 100 





01392 420100 


АҮ 1998 | ISSUE NINE | ULTIMATE PC 











_ 18| ntview 





otorhead 


The word Motorhead will no longer be associated with the super scuzzy rock band — 
from now on Motorhead fans will remain in their seats to worship their idols. 
Computer games are the new rock and roll! 











here must be something in the 

air at the moment. There's a 
big wave sweeping across the gaming 
industry: people are after speed. Yes, 
racing games are back! Still as primal 
as they've always been, but now they 
look as good on your home PC as they 
do in the arcades (no thanks to Sega 
mind you). 

Two issues ago we reviewed the 
mighty Ultim@te Race Pro – a hell of a 
game with top notch accelerated graphics, 
plenty of track variety and exciting 
gameplay. This month we see another 
racing game move into the leading group 
and we just can't get enough of it. 

When I say we, I am talking about 
nearly every damn chap in the building. 
Lucky as we are to have the machines 
networked, we have put the game through 
the multiplayer test and I must say it has 
come across rather well. Quick installation 
and user friendly multiplayer interface 


With this much aluminium it must be an Audi 








TOTAL ТІМ 





means that players can change their cars 
while waiting to start rather than before 
they join the game, and the ability to use 
only one CD to play over a network will 
mean the cyber cafés will be especially 
busy in the not-too-distant future. 


Talking of the future leads me nicely 
onto the game style. Motorhead is set 
sometime in the next millennium and 
centres around the six different venues 
of the Transatlantic Speed League 
similar to Pod, but luckily much 
better). By setting the game in the near 
uture, Digital Illusions have allowed 
hemselves a bit of room for creativity 
in game design. Not only do the 
graphics evoke that Blade Runner style 
especially in the intro), but you even 
get the occasional Spinner lookalike 
cruising overhead. A nice touch. Though 
hese graphics look special in 3DFX 
mode, the software version is still very 
commendable and just as fast even in 
multiplayer mode, so that’s a good sign, 
meaning it’s well worth getting even if 
you don't run a P233 - more so than 
Ultin@te Race Pro. 





The game set-up seems more interesting 
than Ultim@te Race Pro, where the 
tracks just get harder as you 
work through them. 





Motorhead's league system gives you 
just a few cars to begin with, and you 
have to race two tracks and do well at 
them to move up a division. If you then 
mess up you will drop back down a 
division. The lucky thing is you can save 
a league and come back to it later. As 
you move up the rankings, more cars 
become available and the tracks become 
more of a challenge. The tracks 
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On some of the tracks you can 
really get some air! 











The physics engine is well 
oiled. Skids remain on the 
track, cones and barriers 
fly about and get pushed 
along for metres instead of 
generically flying the same 
way each time. In fact, so 
much so that they can be 
used as a tactical ploy - 
shove a few signs into the 
middle of the road and 
then speed away in the 
knowledge that your 
opponent will have trouble 
in a few seconds time. 
Generally the collisions are 
good - put it this way, you 
know when you have been 
hit. They are almost as fun 
as in Carmageddon, but 
you don’t get the same 
damage effect. 
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themselves are very interesting, with 
many hazards, sharp turns and surprises 
(put it this way, they aren't just ovals). 
Happily there are ten in all, none of the 
old mirror or backwards track cop outs, 
which makes a pleasant change. 





Another good feature is the Ghost mode: 
save your best lap and then, instead of 
watching the time to see whether you 


The brake lights are fully functional 
= а good sign of pending corners 








are improving, you will face up against 
the ghost car - a shadow of your former 
self to race again. Great if you have no 
mates! But if you do have some then 
you can send your best times to them 
so they can play against you, sort of 
racing by proxy. 


Some of the cars don't look that special 
from the arse end, but hey, what does? 
Even though they have 300 polygons 
per car, the metallic effects are nothing 
too amazing - a bit more detail in place 


wouldn't have hurt. Each of the ten cars 
has different attributes, so you can 
spend time finding your favourite, 
though there doesn't seem to be a way 
of altering them much other than the 











body colour, transmission type or horn 
sound. All of the crashes, scrapes, and 
the general feel of speed in and out of 
the car is excellent. 

Even though I said the AI in URP 
was good, I didn't expect to see 
anything beat it for a while. That has 
clearly changed. The CPU cars in 
Ultim@te Race Pro did not follow a 
set path or racing line, and in most 
other games the opposing drivers 
seem to be near enough perfect, 
slowing for corners without skidding 
and basically not paying any attention 


to you at all. Well those days have 
gone. Formula 1 '97 changed that with 
cars that blew up in front of you and 
crashed on corners, and similar 
situations occur in Motorhead. Other 


TOTRL TIME 


Just like most of the great racing games, they have added a cool replay mode to show you and your mates your best laps. A number of camera points around the track Capture all your special crashes 
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Wiping out has never been such fun, though 
you soon learn how to control your skids 





ULTIMATE INFO 
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drivers will attempt to knock you friends (with computers) or you'll have 

aside and ram you. You will then see to wait around for strangers to join г 
them wrapped around a lamppost over the Internet to get the same feel sgen meom 
further down the track! as the single player. Also, with no 





weather variations to alter gameplay 
and give variety to the tracks, players 














Finally, the music is also rather good. may get too good at the game too 

Ten soundtracks accompany the circuits, quickly. A few random rainstorms are a 

and once you heard the music in F1 97 great way of making a racing game with tight purse strings, but Motorhead AC 

you soon learnt where your volume much more challenging. On the other is the classier of the two with good 

control was. With Motorhead you will hand, the use of fog is more of a patch multiplayer and single player options, KEYS AND WHEEL 
want to turn the sound up as the up technique than an aesthetic excellent graphics, sound and awesome 

revving engines, screaming gearboxes addition, especially when the skies are playability. Personally, I am going to Motorhead is a futuristic 
and pumping soundtrack are almost on clear above the mist. spend that extra few quid, whatever racing game with all the 
par with that of Wipeout 2097. I find it difficult to say which the weather! 


advancements you would 
expect from a title ahead 
of its time 


VERDIGT 


OUT OF 100 


шата TH (тта? 


game a budding new driver should 
buy - Ultim@te Race Pro is 
Motorhead has only a few disappointing the one for people 
features. There's nothing actually 
wrong with the game, but a few things 
could have been included to make it Е 
better. There are no CPU opponents to 
make up a full race in multiplayer 
modes, so you'll need seven other 





Dead-end ahead. Start making necessary arrangements 
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You'd have to go 
a pretty long way to 
find a less appealing 
sports simulation. Not 
one of the better Sierra 
Sports titles. 
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| or all adrenaline junkies..." 
screams the box. "Instant 


access to the ultimate ski rush" it 
continues. Chuffing great piles of arse 
more like! 

Winter sports are enjoying a fair 
amount of cred at the moment, with the 
Olympics just gone and snowboarding 
established as the hip culture of the 
90s. This in turn explains the emergence 
of sub-standard cash-in fodder like this. 

If the thought of speeding down a 
mountainside with two narrow planks 
strapped to your feet gets you moist, 


The Umare PG team аге no strangers to being out on the piste, or the fact it can leave 
а rather nasty taste in the mouth. It’s all downhill from here, and that's snow joke! 


SIERRA 


SPORTS 








ИР. 





First impressions aren't good, with 
a basic intro and bog-standard 
options, then you get into the game 
and whatever enthusiasm you had left 


You get into the game and whatever 
enthusiasm you had drains away 


then it all sounds quite promising. 
Five racing events are on offer: 
Slalom, Giant Slalom, Super-G, 
Downhill and Combined, plus six of 
the world’s most famous ski mountains 
to conquer - from Aspen, Colorado to 
Val d'Isere in France, whatever tickles 
your fancy. Compete in a full season, 
single race, practice a particular run 
and even get some tips from Nagano 
Gold Medal winner, Picabo Street - 
sounds more like a toddler's TV show 
if you ask me, but never mind. 


drains away. To be fair, after a few goes 
and once you get a feel for it you'll find 
it doesn't play too badly. The problem 
lies with the unfortunate fact that it 
looks like a complete dog. The snow 
effect does a passable rendition of the 
real thing, but then how could you 
bugger up drawing something that's 
plain white? However, even with all the 
detail levels turned up, the scenery and 
backdrops are dull and unimaginative. 
In the light of this, the jerky 3D 
movement simply adds insult to injury. 
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I'll come clean and admit I've 
never actually been skiing in my life, 
so I can't profess to know exactly 
how well Ski Racing translates the 
feel of the real thing. However, I 
dare say it isn’t that accurate. If 
skiing were this bland thousands of 
people wouldn’t spend thousands of 
pounds on trips to Andorra and 
Chamonix every year. 

Clearly this is aimed at 
skiing enthusiasts, and any keen 
protagonists out there are welcome 
to try and get something out of it. 
For the rest of you, save ya money. 
There’s very little to recommend such 
a basically flawed and grossly over- 
priced game. Miles 
















СОМЕАХО НАУКА (ӨЛІ? 
YOU THINK YOU RE HARD ENOUG 


ie Mos EM 2 
ХАТА ҰЛ kK SIMULATOR ЕУ DAWN > 


> Mk 3 жез 
ш А 5 + " 
—- eo - д аш 
єз 
® 
ре Company. 
RIES are tradi 
ty of the 





i 


_ AJ REview 














Championship Manager 2 tops the table of football management sims, 
but can Impressions kick it into touch with the latest version of Ultimate Soccer Manager? 








Championship Manager 2 is Manchester 


Individuals 


| 


Set PIES 
Aou, 


Training Camp 


here football management 
games are concerned, 


United. It has been dominant for the 
last three years, brushing aside with 


ease all attempts at stealing its crown. 
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Finally though, someone has come up 
with a game that can match Eidos’ best- 
selling title stride for stride and goal for 
goal. That someone is London-based 
development studio, Impressions. These 
guys already have a certain pedigree 
where football management games are 





concerned, having developed two 
previous Ultimate Soccer Manager titles. 
USM 1 and 2 both received critical 
acclaim and were regarded by many, 
myself included, as the next best thing 
to Championship Manager. The lads at 
Impressions don’t like being runners-up 
though, and the challenge with Ultimate 
Soccer Manager "98 was to come up with 
a game that had the beating of its 
illustrious rival. Although Impressions 
haven't quite achieved this, USM '98 
certainly holds its own against this 
tough opposition, and whilst it may not 
be better, it's definitely just as good. 


After following the simple installation 
instructions, USM '98 gives players, of 
which there can be up to eight all 
playing on the same PC through a turn 
system, the chance to manage, or coach 
a football club. The difference between 
playing the game as a coach or a 
manager involves the running of the 
club finances. Coaching involves 
matters such as picking the side, 
dealing with player contracts and 
training the team, whilst being a 
manager also entails balancing the 
books through the setting of ticket 
prices and selling of sponsorship. 


When choosing a club to start the game 
with, players can pick any team from the 
English, Scottish, Spanish, German, 
French and Italian leagues. This gives 





The screenshots on the right give you can idea of how the animated games look. It's possible to see exactly how each player is performing 
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players a staggering selection, far тоге 
than most other football management 
sims have to offer. In fact only the 97/98 
edition of Championship Manager 2 
allowed players the same level of choice, 
but it could only run three leagues 
concurrently, whilst USM '98 runs all of 
them at the same time. This gives players 
more freedom to move around during 
their career from country to country. 
After selecting a team to start the 
game with, players then have a choice 
of six difficulty settings. These difficulty 
settings really only influence the start 
of the game because all they do is 
determine how much money players 
start the game with. The harder the 
ifficulty setting, the less money game 
players have to spend on new players 
and the hiring of top coaches. 
Whichever difficulty setting players 
hoose, the next screen that greets 
hem is that of the main menu, which 
onsists of an overview of the club's 
ground and surrounding amenities. From 
here just about every part of the game 
is accessible with just one click of the 
mouse thanks to a combination of links 
and a pop-up menu system. 
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As USM '98 is set within a virtual 
stadium, the various parts of the game 
are themed around different locations. 
Evaluation graphs, confidence ratings 
and match objectives can all be found 
in the chairman's office, whilst games 
can be saved and loaded from the car 
park! In the manager's office, 
newspaper reports on previous 
matches, fixture lists and player data 
is stored. From here it's also possible 
to try and rig matches through brown 
paper bag deals, although this can be 
an extremely risky business and is best 
left until sheer desperation sets in as 
anyone getting caught will be signing 





on quick enough. From the boardroom 
player searches and scouting missions 
can be conducted, as well as transfer 
deals. With a huge database of players, 
it would have been easy for the game's 
transfer system to get bogged down by 
the sheer numbers, but USM '98 sports 
a useful customisable search engine 
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which allows players to find exactly 
the kind of player they want with 
relative ease. Signing a player is a 
different matter though. Several stages 
of negotiation need to be completed 
before a player can be bought, the 
whole procedure often taking a couple 
of weeks. 


One of the most important rooms in 
the game is the boot room as from 
here player ratings can be viewed, 
team and individual training can be set, 
formations and tactics for upcoming 
games can be selected and teams can 
be chosen. Looking at each team's 
squad, the first thing that hits home is 
hat the game features all the real 
players with accurate stats. The mark of 
a good football management game lies 
not just in how well it plays, but in its 
evel of detail. Impressions used fans 
rom all the clubs featured in the game 
to help them get accurate player stats 
and positions. There's ten viewable 
stats for each player, of which the main 
ones are goalkeeping, tackling, passing 
and shooting. These stats are each 
marked out of 100 and represent the 
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Before going into a match, select your captain, corner and penalty takers. Also, up to five set-piece and special moves can be chosen which the team will then attempt when possible during the game 
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USM “88 sees the return of the 
Sierratext which has all the results 
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A football management 
sim right out of the 
top drawer. It’s level 

on points with 

Championship Manager 2 
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skill of the individual. The higher the 
number, the better the player is. Whilst 
the stats in CM2 were relative to each 
individual's hidden potential, the stats 
in USM '98 can be taken at face value. 
Someone with 50 for passing for 
example, is better than someone with 
49. This makes dabbling in the transfer 
market a lot easier as there's not much 
so much of a risk involved. The only 
thing that makes buying a player 
something of a lottery is their hidden 
accelerated development rating. This 
influences how quickly a player will be 
able to improve their skills through 
training. As this rating is hidden and 
doesn't effect the value of a player, it 
means small clubs can pick up young 
players on the cheap and then turn 
them into stars worth millions. 

One of USM '98's most outstanding 
features is its advanced tactical editor 
which gives players complete control over 
the formation and positioning of each of 
their players. This works in a similar 
fashion to that seen in Sensible World of 
Soccer, with players able to set where 
each of their players will be when the 
ball is in different positions around the 
pitch. On top of this players can create 
their own special set plays and customise 
formations to suit their own style of 
football. The tactics players adopt have a 
profound effect on the way their team 
plays. Push all your men forward, for 
example, and you'll pressurise the 
opposition defence, but they'll be able to 
punish you with counter-attacks. Even 
small changes, such as pushing a winger 
more forward and pulling a midfielder 
back into a more defensive role can have 
an effect on the outcome of a game - 
just like real football. 

The only disappointment with the 
way matches are played in USM '98 is 
the incompetence of some of the 
computer-controlled teams. If I'm 
playing a cup match and beating the 
opposition with ten minutes to go, I'd 
expect them to push some extra men 
forward and try and claw their way 
back into the game, but they will 
often not do this, preferring instead 
to stick with their original formation 
and tactics. 
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When playing a match in Ultimate 
Soccer Manager '98, it's possible to see 
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how individual team members are 
playing in two ways. First, each player 
has a match performance rating out of 
100 which goes up and down depending 
on how well they are performing. 
Secondly, there's animated matches 
which allow players to see exactly who 
is completing their passes, who's 
getting their tackles in and who's 
hitting the target. It also allows them 
to see how their formation and tactics 
are working out against the opposition. 
Should the game be going badly, they 
can then try to spot where their tactics 
are failing and make the necessary 
changes. Formation and team changes 
can be made when there is a break in 








play, whilst, for the first time, 
individual commands can now be given 
as the game is progressing. All in all 
Ultimate Soccer Manager's match engine 
is extremely good with a lot of thought 
having to be put into team tactics to 
achieve the best performances. 

To sum up, Ultimate Soccer Manager 
708, with its six leagues running 
concurrently, accurate player stats and 
excellent match engine is right up their 
with Championship Manager 2 as the 
best football management game around. 
There's plenty of challenge, lots of 
scope, enormous detail and thousands 
of the stats that football fans seem to 
love so much. Jon 
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USM ‘98 is set within a high-tech world where important news and information can be gleaned from the portable PC, fax machine and mobile phone 
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've been a big fan of Douglas 
Adams since I was at school. 
His seminal work of sci-fi comedy, The 
Hitch-Hikers Guide to the Galaxy is a 
brilliant classic which has appeared as a 
radio series, on LP records, CDs, TV, video 
and as a five volume 'trilogy' of best- 
selling books. Adams has worked with 
members of the Monty Python team, 
some of whom have helped out on this 
new project. With a pedigree like that, I 
have been looking forward to seeing the 
final version of Starship Titanic ever since 
I first saw the game at ECTS '97 last August. 


Starship Titanic is a graphic adventure set 
aboard the ‘ship that cannot possibly go 
wrong’, an enormous luxury starliner 
which proves itself drastically wrong by 
crashing into your house one evening. 
The game starts when you are asked by 
Fentible, the polite but slightly nutty 





The music room, with а few of the somewhat individualistic self-playing instruments. Nice lighting. . . 


doorbot, to come aboard and help sort 
out the ship’s many, many problems. I 
had been told that the game featured a 
highly sophisticated dynamic language 
processor which would enable players to 
have conversations with the ship’s robotic 
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crew in plain English. I have to admit 
that I had my doubts about a computer 
game that could pass the Turing test, 
but I wanted to wait until I had a final 
version of the game before making up my 
mind. Well I finally got a review copy 
this week, and I have been playing it 
for a few days now. I was sent a 
‘walkthrough’, or complete solution, 
but in order to get the feel of the 
game, I put the guide in a drawer and 
didn't look at it for a couple of days. 


The ship's central canal, and one 
of the gondoliers who ride it 





So I spent a couple of days utterly lost 
and bewildered, admiring the lovely 
Art Deco graphics and 
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With the bizarre vein of 
humour we have come to 
expect from Douglas 
Adams, this game is sure 
to be a hit with graphic 
adventure fans of all ages 
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wondering what the hell I was supposed 
to be doing, before it occurred to me to 
ask someone. I know that makes me look 
like a complete dork, but how many games 
are there where you can actually have a 
chat with one of the characters, about 
any subject you like, without just choosing 
questions from a script and getting the 
same monotonous answers every time? So 
I called up the faithful Fentible and typed 
in, "Fentible, where is the restaurant?" 
“Just past the Arboretum, sir.” came the 
reply. "And could you tell me the way to 
the Arboretum please?” “At the end of 
the Grand Canal, sir." Not just helpful, but 
polite as well - and they say you can't get 
good staff any more... 








Ithanked Fentible, who offered me the 
sage advice that I should make more use 
of the elevators, then drifted away. I tried 
this out a few more times, having chats 
with the various characters found around 
the ship, and suddenly I discovered what 
the game is all about. The solving of 
puzzles is secondary to the fun you can 
have arguing with a variety of stroppy, 
deranged, and sometimes utterly crazy 
robots. The language processing really 


does work. Sometimes you will be aware 
that the answer you get is just read from a 
list, but on the whole the effect is a bit 
like talking to someone who is a bit hard 
of hearing (like me for instance). Most of 
the time they understand you just fine, but 
sometimes you have to repeat things. Eh? 


If you do pick up enough clues to be 
able to figure out what is going on, you 


will realise that you won't get very far 
as a third class (or ‘Super Galactic 
Traveller’) passenger. Your first mission 
is to get yourself a free upgrade to first 
class. Anyone who flies a lot (like us 
jet-set computer journalists) will know 
that this is no mean feat. By fiddling 
with various levers and switches 
scattered about the ship, you can alter 
he personalities of some of the robots, 
and get them to co-operate with you. 
The more you fiddle, the more you learn, 
until you can manipulate personalities 
ike Machiavelli. Once you have your first 
class ticket, you have more access to the 
different areas of the ship, and can start 
investigating the other, more sinister 
problems bedevilling the ill-fated liner. 





The actual mechanics of the game are 
well thought out. Your game interface 
is the Personal Electronic Thingy (PET) 
given to you by the helpful Fentible at 
the beginning of the adventure. Through 
this you can summon lifts, operate TVs, 
talk to the crew, and store items in your 
inventory, as well as saving, loading 
and quitting. The controls work well, 
although I did notice a few dramatic 
pauses which were long enough to 
make me think the game had crashed. 


There were also a few annoying little 
bits where the changing-cursor 
navigation had a few problems, but on 
the whole it proved to be well written 
and relatively fault-free. This is good 
news, because nothing spoils a game 
faster than unnecessary bugs. 

Starship Titanic is a hugely enjoyable 
graphic adventure, full of humour and 
silliness, and it looks great as well. 
Highly recommended. 


The exquisite Art Deco styling of the ship's luxury interior is reminiscent of the 1920's 
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If you were too short to get into the Tank Regiment, don’t despair - MicroProse are offering you 
the chance to find out what you are missing. 


о join in a game hosted by 
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ou have to be clear about one 

thing right from the start: this is 
not some frivolous arcade game. M1 Tank 
Platoon 2 is a very sophisticated 
battlefield combat simulator featuring 
trategy, most of the fighting vehicles, mechanised 
infantry and support units from both NATO 
and foreign powers around the globe. It 
includes realistic interpretations of the 
tactical doctrines of the forces involved, 
and accurately simulates the way modern 
land war is fought. If you are looking for a 
quick action shoot-'em-up, then this title 
is probably not for you. If, on the other 
hand you have an interest in the latest 
military equipment and tactics, and 
appreciate realism and attention to detail, 


ire playing, one of them 


limited 


mount of chat-room tim 


ind chat mode is enabled 


throughout the game. 
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then this is a product you should 
definitely have in your collection. 


M1 Tank Platoon 2, as the title 
suggests, places you in command of a 
platoon of M1A2 Abrams main battle 
tanks. This sixty ton monster is the 
American's heaviest battlefield armour, 
and was a decisive weapon in the Gulf 
War. That's Gulf War I, in case one of 
the more probable scenarios presented 
in the game has occurred before you 
read this. There are five campaign 


VN 












scenarios to choose from, each based 
upon a possible extrapolation of the 
political situation in some of the 
world's more volatile trouble spots. A 
second Gulf conflict is covered, as is a 
North African campaign based on a 
conflict between Libya and Egypt, and 
the Far East where a section of the 
Russian Army have mutinied. You can 
act as part of a UN/NATO force in 
Moldavia, or defend Eastern Europe in 
a chilling recreation of a World War III 
scenario, with a re-unified Soviet Union 
invading Poland. 





If you believe in peace through superior firepower, it helps to have a few Abrams tanks on hand 












As a platoon commander, you have 
responsibility not just for the four tanks 
under your immediate control, but also for 
deploying additional units and support 
troops. You must decide what you want to 
do with potentially dozens of different 
units. Obviously this could be, and usually 
is, very confusing, especially in the heat 
of battle. M1 Tank Platoon 2 makes the 


there is no rule to say that Sims can’t be fun! 


task somewhat easier by providing a series 
of very comprehensive player interfaces 
which allow you to set up waypoints, 
control speed and formation, and set the 
level of response for each unit under your 
command, amongst other functions. You 
can also call up air or artillery support 
to whatever location on the map you 
chose, if it is available in that mission. 
Obviously, just issuing orders then 
sitting back and waiting for the mission 
to end would be boring in the extreme, 
so you can also take an active role in the 
fighting from either the tank commander 
or gunner's positions within the tank. 


You can make full use of the advanced 
systems with which the M1A2 is equipped, 
such as night vision image enhancement, 
satellite navigation and laser targeting. 
You can select the type of ammunition 
fired by the main gun, or sit behind the 





12.7mm anti-aircraft gun in the turret 
cupola taking pot-shots at passing 
helicopters. Although this is a simulation, 
there is no rule to say that sims can't be 
fun! The control panels within the tank are 
very realistic, being composed of a 
combination of photographs and 
animation. The game also allows you to 
view all the other units in your force, 
scrolling through each one in turn. This 
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view is in fully moveable 3D, and it can be 
very satisfying to watch a couple of 
Apache helicopters zoom in and blow the 
crap out of a group of enemy tanks, even 
if you have only the broadest control over 
their actions. All the units in the game are 
rendered with a high degree of accuracy 
and detail in fully animated 3D, and 
really do look very impressive. Tank 
tracks, wheels and rotor blades turn, 
missiles and guns fire with realistic 
flashes, flames and smoke, and sand or 
dust are churned up behind moving 
vehicles. When a shell hits a vehicle, it 
rocks on its suspension, and soldiers 
collapse in a grimly realistic manner. 


110 
The only downside is that since this 
is a simulation of modern warfare, 
and as modern weapons have almost 
unbelievable range and power, you will 
often not even see the enemy you are 

















fighting. If your enemy gets close 
enough so that you can appreciate 
all the detail that has gone into the 
graphics, you are probably in a lot of 
trouble. Most of the combat takes 
place at ranges measured in 
kilometres, and often all you get to 
see are the pillars of smoke on the 
horizon. Anyone who remembers the 
CNN reports of the Gulf War will know 
this is all too realistic. The landscapes 
are perhaps a bit on the dull side. The 
scenarios are mainly set in the kind 
of areas where a main battle tank is 
the most use - flat open countryside 
with just a few low hills and sparse 
woodland. This does make for some 
moderately long boring bits between 
all the shooting, but then this is a 
simulator, not a game. 
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Brewing up, Tank Platoon style 
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With an incredible level 
of accuracy and detail in 
both graphics and tactics, 
this is probably the best 
land warfare simulator 
on the market 
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In the 90’s, is it still possible for а cute 2D platformer to attract the same kind of audience 
that it would have done six years ago? Well, there’s only one way to find out... 





2MB VIDEO CARD 
KEYS AND PAD 


Producing a good 2D 
platformer these days 
is always going to be 
a challenge. Sadly Claw 
doesn’t stand up to it! 
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hinking about it, the nature of 
PC production and marketing 
has meant that it has never had its own 
personal game character. Nintendo have 
Mario, Sonic continues to linger in the 
minds of poor Sega followers and even 
Amiga users worshipped Zool. 

Notice how all of the above- 
mentioned characters have something in 
common? They're were all at one time 
platform game stars and were also 
brought to life several years ago now. 

It's bizarre, we're approaching the 
year 2000, amazing games such as 
Forsaken, Battlezone and Tomb Raider II 
reside in game shops, and a company 
decides to release a new cute 2D 
platform game called Claw. Bizarre? 

Still, being the reasonable person 
that I am, I was willing to give the game 
a chance. After all, it could be something 
we've never seen before, providing a new 
stunning experience for gamers. Nice 
thought, but unfortunately, after hooking 
up a pad and playing Claw, my preplay 
reservations were inevitably confirmed. 

Players take on the role of Captain 
Claw, who has unfortunately been 
caught by rival pirates and now has to 
escape from the prison of La Roca, as 
well as discover the lost gems of the 
Amulet of Nine Lives! 

After a rather lengthy intro 
sequence - which is actually quite good 
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- you jump into what is an unoriginal, 
boring, repetitive and, frankly, crap 
platform game. Yep, there are the usual 
floating stones to jump on, enemies to 
smack in the gob, spikes to avoid, 
power-ups to pick up and secret areas 
to discover - just like those once loved, 
and now dated console games. 

Claw himself gets equipped with 
several aggressive weapons, including 
a fire sword, which, as the name 
suggests, projects a flamed sword 
towards computer enemies. 

A total of fourteen levels need to 
be tackled in all, varying from indoor 
areas to sections out in the tress and 
down by the seashore. (Of course, it's 
a pirate game!) Even though the 


БІЛ) 





settings аге different, the structure 
of these levels is more or less the 
same throughout. 

The simple cartoony graphics and 
animation will no doubt be lapped up 
by youngsters, but for serious games 
players, ‘money wasted’ will no doubt 
be the opinion. 

To be quite honest, even though the 
graphics are a little nicer, Claw doesn't 
even compete with some of platform 
games released on the SNES or Megadrive 
around five or six years ago. 

Advisable for the younger games 
player, or adults with low IQs. Simon 
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Race up to twenty-four top bikes 





asira 


Superbike World Champions 


Fancy something hot, fast and dangerous? Then have a take-away curry. 
Fancy a bike race? Then get this. Or don't. It's up to you. 


f we gave high marks to a 

game for the length of the 
title, Castrol Honda Superbike World 
Champions, at a hefty thirty-four 
letters, would surely be in the top ten. 
Having commercial names like Castrol 
and Honda associated with a game 
raises some interesting questions about 
sponsorship and advertising, and it 
doesn’t end at the title. Snap-on tools 
and Leeds Camera Shop both have their 
logos prominently displayed on the 





fonda 


sides of the in-game racetracks. If these 
companies are (presumably) paying to 
advertise in the virtual environment of 
your computer, is it justifiable to charge 
full price for the game? 


Anyway, rant over, on with the review. 
This is the second new motorcycle 
racer we have had in this month, the 
other being Redline Racer, and so 
comparisons between the two games 
are inevitable. Of the two, Castrol 
Honda Sup... look, T'll just call it 
CHSWC, okay? Where was I, oh yeah... 
of the two, CHSWC is closest to being 
a simulator, while Redline Racer has 
more of an arcade feel. In its set-up 
options, CHSWC has a list of ‘realism’ 
features, which allow you to toggle 
tyre wear, bike damage, wheelies, and 





other sim-type features. You can also 
set up an impressive list of your 
bike’s characteristics, including tyre 
compounds, gear ratios and sprocket 
sizes, as well as the almost obligatory 
manual or automatic transmission. 
Once you get out on the track you can 
select steering and braking assistance, 
on-screen help to warn you about 
upcoming corners and show you the 





The combination of Grand Prix circuits and road races provides plenty of variety, and all the tracks have their own special features. There are some nice animations in the backgrounds as well 
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best racing line, and toggle between 
chase and cockpit views. 

Perhaps the most useful feature in 
the game is the training mode. You 
get a personal driving instructor who 
precedes you round the track, setting 


a pace and following the ideal racing 
line. You can try to catch him up, but 
if you should happen to come off 
(perish the thought!) he will stop and 
wait for you to catch up. All you have 
to do is follow your trainer round the 
track and do whatever he does. Given 
that the game accurately reflects the 
performance of some ridiculously 
powerful motorbikes, some training 
will definitely help you get the best 
out of it. If you just jump on one of 
these bikes and hare off at full 
throttle, you're going to stuff it 
straight into the wall on the first 
corner and your next ride will be in 
an ambulance. 








The assisted steering and braking 
are a bit heavy-handed, and with both 
on it all became a bit too easy. The 
assisted braking on its own is quite 
sufficient, especially if you are using a 
controller which does not support 


analogue braking. If you have the 
racing line help on as well, you should 
find it difficult to fluff a corner. The 
actual bike handling is accurate and 
reasonably quick, but not particularly 
involving. With practice you could 


probably improve this by tweaking 
the bike set-up, but since there are 
different default settings for each 
track, you may need to start making 
notes if you get too far into this. 
One letdown is the handling of 
crashes. If you come off on a corner, 
even with all the ‘realism’ settings 
on, it's just a slide, then Game Over. 
No somersaulting over the handlebars, 
you never even leave the bike. Even 
original Road Rash on the Sega 
MegaDrive had you flying through 
the air sans bike after a crash. 


The game features eight different 
tracks: four road tracks and four 
circuits. The road tracks can be rather 
annoying, as in many places the edge 
of the road is not well defined, and if 
you run off onto the verge by even a 
few inches, you suddenly find yourself 
doing about twenty miles per hour. 
Especially bad for this is the Sukuh 
track, which is the default starting 
track. The circuit tracks at least have 
white lines down the side, and I would 
recommend starting off on the Allerton 
G.P. circuit, which has nice wide corners 
and some good long straights. 





All this is very interesting, but I can 
hear you, you know. You're muttering 
“What's it like to play then?" Well, 
that's the real question. When it comes 
to playability, I would probably go for 
Redline Racer, but there isn't much to 
choose between them. CHSWC has the 
edge on realism, but Redline is a little 
bit more fun. In the looks department 
however, Redline Racer wins by a full 
length. Although CHSWC is not a bad 
looking game, the graphics do look a 
little bit like last year's engine. It 
simply can't compete with the other 
game's visual pyrotechnics. Cliff 








You don't get extra points for pulling wheelies you know! Which is a shame, because with monster bikes like these, lifting the front wheel is all too easy 





MAY 1998 | ISSUE NINE | ULTIMATE PE 


REView EE 








The 30 buildings are amazingly 
detailed, and give the city tracks 
an air of intense realism 




















ULTIMATE INFO 


GAMETEK 
£39.99 
1-8 


Э 16MB 











] Р75 


DIRECTX 3.0 





SB + 100%C 





KEYS AND MOUSE 








A thourough simulation 
of the world of Grand Prix 
superbikes, with great 
handling and excellent 
graphics. A little bit 
stolid though 
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irmor Gommanta 


It’s been a while coming, but unfortunately for Take 2, Armor Command has arrived 
right at the wrong time — Battlezone is on the shelves and selling like a proverbial hot cake. 














he whole thing about timing 

in the games industry is the 
fact that developers never really know 
when they will finish a game. They can 
always improve their title, tweaking it 
endlessly, but there has to be a point 
when they stop and actually put the 
thing out. It’s a shame really that they 
had to release Armor Command now. 
Ever since we got boxed copies of 
Battlezone into the office it has been 
hard to get the guys to do some work. 
The game is amazing in single and 
multiplayer modes, and as exciting as it 
is tactical. A couple months back we 
took a brief look at an early code of 
Armor Command and were expecting 
some close competition between the 
two games. Now though, having seen 
both in a completed state, we can work 
out which really is the better game. 

However, as in life, nothing is that 





Armor Command will not be able to compete. 





easy. On closer inspection the games 
have many more differences than they 
do similarities. For a start, the whole 
action/strategy thing seems totally 
irrelevant to Armor Command, basically 
because players are never right in the 
eye of the storm. They skip from chase 
mode to top-down view, and though the 
transitions are smooth, you soon realise 
that it is easier and better to play the 
game using the top-down view. It is 
here that the Command and Conquer 
references always rear their ugly heads, 
and for that reason I won't bore you 
with the details of how the game 
borrows ideas from this overly-exploited 
source. So the fact that you cannot 
actually get into any of the tanks and 
vehicles and drive them about at speed 
on death runs does limit the enjoyment 
of the game. This puts the emphasis 





firmly on strategy, and luckily there are 
enough good features to make the 
game come alive. 


One thing that I did find annoying was 
having to learn a whole new control 
system - if it's not broke, don't fix it! 
The great feature of left click to select 
and right click to de-select has been 








Above you can see the ground tug doing the business with some ore. The waypoint allows you to set them going from the mine to your landing pad without any hassle 
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thrown out of the window with the 
same effort as a rock star with a TV. 
Ronin have decided to include a new 
system where you have to use the ‘ctrl’ 
button in conjunction with the mouse. 
As you move the pointer over a unit 
while pressing ctrl, options appear 
either side of the unit. To choose an 
option you click on the left or right 
mouse button. It does work quite well 
when you have a unit on its own, but 
when there are a whole bunch of units 
together the information on screen gets 
totally confusing. Then there are the 








Il's good to see some aircraft in Armor Command having been disappointed with not 


lines that join your cursor with the unit 
you have selected. This gives you the 
distance between the unit and your 
current position, but again it clutters 
the screen and you tend to get 
confused as to which unit you are in 
control of. Obviously, as I played 
through the game I got used to 
everything and was soon ordering my 
units like a real commander should, but 
it was no easy ride, that’s for sure. 


Units 

So what about the units and gameplay? 
Мей, yes, there are loads of units to 
build, ranging from defence and offence 
to buildings and transport. There are 
more than you get in Battlezone, but 
they don’t look as cool and of course you 
can't tell whether they handle differently. 
They have provided a library area where 
you can see each of the units and their 
stats (that's how I know!). As you play 
the game, working through the training 
missions (which are invaluable), you do 





get used to the fact that the craft do not 
move that fluidly — it's more point to 
point in a sluggish manner until you turn 
the game speed up, but that is not really 
an option as you need all the time you 
can get to organise your troops. 

In a similar manner to Uprising, all 
your vehicles and suchlike get beamed 
down from above. It does save constructing 
factories I guess, but ultimately makes 
the game more futuristic and consequently 
less believable. The mining is all there — 
three different ores to dig from the 
ground which then get beamed up from 
your landing pad. (Obligatory Star Trek 
reference withheld!) 

So, most of the elements are the 
same as every other C&C game around, 
other than the use of waypoints — which 
is a great help — decoy units, upgrading 
and formations, which look impressive, 
but I'm still a bit unsure how effective 
they are as it takes the craft a while to 
move into position. You are kept 
informed by icons at the bottom of the 
screen. Each unit has its own, and 
certain ones like the landing pad are 
interactive so you can order new units 
using you cursor keys. These are handy 
but also obscure the screen even more. 


Negative? 

Okay, I have concentrated quite a lot 
on some of the bad features in Armor 
Command, but when it comes down to 
it, it is a good game, though for 
different reasons than we would have 
previously expected. Interesting 
missions and methods to complete 
them make for fun gameplay and 
success reaps sufficient rewards. With 
so many units at your disposal it will 
be ages before you get bored of using 
the same old tanks for the same old 
tasks. That should give the game great 
longevity, and what with forty eight 
levels to get through, you should get 
value for money. 

So, at the end of the day the conflict 
between Battlezone and Armor Command 
seems futile — this game lies closer to the 
original real-time strategy genre, and 
traditionalists should love it for that 
reason. On the other hand, Wargames 
and Dominion are on their way, with 
some equally impressive gameplay 
features and the added promise of 
radically improved appearances. David 





flying any in Battiezone. It's just a shame you can’t get in them 
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Armor Command 
concentrates on hard-core 
strategy elements rather 
than trying to appeal 
to just action-hungry 
Quake gamers 
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We're not even halfway through 1998 and yet the first sports game bearing the “99 suffix 





“And he's home!” Good player 
animation is an asset of the game 
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A top baseball game 
that oozes class in 
every department, 

but it’s only for fans 

of the sport 
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has already arrived — but is it ahead of its time? 





f all the sports America has 

tried exporting in to the UK, 
baseball has probably made the least 
impact. Whilst basketball, US-style 
football and even ice hockey have all 
enjoyed a modicum of success, baseball 
seems to have failed in capturing the 
public’s imagination. As a result, Triple 
Play is undoubtedly the weakest of EA's 
sports titles this side of the Atlantic. 

That's not to say that this isn't a 

great game though. Triple Play ‘99 may 
not enjoy the same level of popularity as 





Get ta grips with pitching techniques 
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Madden or the NHL games, but it boasts 
everything you'd expect from EA's 
acclaimed Sports label, starting with an 
extensive range of different modes of play. 

Whether playing an exhibition match, 
tournament, full season or Home Run 
Derby though, it's out on the field that 
Triple Play '99 starts to do the real 
talking, allowing players to pitch, bat 
and field for any of the teams in the 
American Baseball League. Whilst the 
rules and jargon of baseball may be a 
little confusing to the uninitiated, 
Triple Play '99 is remarkably easy to play. 
Admittedly, this is due mostly to the 
simplistic nature of the sport itself rather 
than anything fancy the game does, but 
it's still refreshing to be able to just pick 
up a joypad and play without having to 
read an exhaustive manual. 

Whilst playing Triple Play '99 may 
be easy, winning can be a completely 
different matter, hence the four 
different difficulty settings. Not only 
does each of these settings influence 
the skill of the opposition, they also 
effect how much computer assistance 


the player is given. On the Beginner 
setting for example, the computer will 
control all aspects of fielding and will 
assist the player with such matters as 
throwing and pitching. This ensures that 
all standards of gamer are catered for. 
Graphically Triple Play ‘99 is quite a 
gem. With or without a 3D graphics 
card, each match is given an authentic 
feel thanks to the TV-style presentation, 
player animations and massive stadia. 
The jargon-filled (but slightly repetitive) 
commentary adds to the air of realism. 
As with all EAS sports games, 
Triple Play's strengths lie in its superb 
presentation, official Major League license 
(which allows it to use all the real players, 
stats and stadiums) and its simple, yet 
challenging gameplay. That said, it needs 
to be made clear that this is a game 
suited to fans of the sport and nobody 
else! If you like the sport, you'll love the 
game, but if you can’t stand it, then Triple 
Play 99 isn't going to convert you. 
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A graphic adventure inspired by the now unfashionable — and somewhat 
depleted — Queen may not be your idea of a great game... and you'd be right, 











he world of graphic adventure Visually and aurally the game does 

games is well populated, with stand out. There are not that many 
a number of famous and infamous games around that have exclusive use of 
characters all vying for our attention. world class music to add to their game, 
The lovely Lara will always remain the and it is good to see more emphasis on i 
queen though, which unfortunately this oft-neglected area of gaming. The A lot of people are going to be a mite 
leaves this game somewhat floundering. well rendered backdrop to Queen: The Eye disappointed if the apocalypse doesn't 
Not just because the main character also gives it a sense of class. Inspired by happen soon. Just look at all the games 
isn't a beautiful female, more because - the band's cover artwork, this should that have used this premise to shift a 
quite frankly - this game is simply not have provided the key to an immersive few units, and how relevant is that to 
as perfectly formed as the superlative and interesting gaming environment. For the Queen universe? All the same, that 
Tomb Raider. some reason this hasn't happened. is the context in which the game has 


been set. The world's economy is in 
tatters - no change there then! - and 
whatever remains is governed by a 
computer known as The Eye. Just like in 
the book '1984', you are constantly 
being watched by this biotechnological 
omnibeing that ensures that all creative 
thought is quelled, making us wonder 
whether something like it already exists! 
This obviously evil automated 
autocrat must be destroyed, and you 
(acting as Agent Dubroc) must use your 





Luckily the game is not just about fighting. If you manage 10 complete the Arena stage, things go a bit mystical 
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Skill – well, more like the music of Queen 
- to rid the planet of this evil menace. 


The reason I put more emphasis on the 
music rather than your skill is because, 
in a similar manner to being drunk, the 
game never allows you full control of 
your actions. You may think you have 
everything in hand, but the reality of the 
situation is always quite different - the 
reason being that your character not 
only looks, but also behaves strangely. 
He walks like he hasn't seen the inside of 
a toilet for a while, and all his 
movements are sluggish. He turns around 





Wice сїтї: view, but тіне the jester in the tight briefs? 





"ms 
La 


so slowly it is just impossible to react to 
assailants, especially as you rarely get 
one at a time. The transitions between 
running and walking and picking up 
things are also dreadfully slow, so much 
so that you are often caught from 
behind. That, coupled with the lack of a 
good number of combat moves - just a 
couple of punches and kicks with a 
token sweep in there - leaves you 
pretty much up the swanny. There are 
weapons to pick up along the way, 

but nothing as interesting as M.I.B. 


The other thing that really put 
me off this game is the 
camera views. I don't 
know whether it's done 
to make the most of 
the backgrounds or 
not, but a lot of the 
time in the game 
Dubroc is way off in 
the distance or 
simply out of 
sight. There was 
one point when I 





















was stood on a bridge and I knocked a 
guy off. The camera switched to a view of 
him below wandering about while I was 
off screen. It left me only one option: 
move forwards and jump down into view. 
But, of course, I fell to my death. 
Generally, being in the third-person 
perspective all the time, the character 
runs off screen and then the camera 
switches and you end up looking at the 
guy running towards you, as if you are 
going to know which way to turn if you 
can't see what is in front of you. 

Queen: The Eye is more like Perfect 
Weapon than Tomb Raider or Blade 
Runner; slow, undramatic and rather 
bland, with only the music to keep you 
alert. It may have worked better if they 
hadn't bothered with the combat thing 
at all and concentrated more on the 
story and music - I can't imagine the 
band were that handy in a brawl! 
Instead you have a game that has been 
spread rather thin, with too much time 
spent on rendering pretty backgrounds 
and remastering music than creating a 
decent engine. Why not just nick an 
engine and just dress it up? At least the 
gameplay would have been bearable. 


What you get is a Bohemian Rhapsody of 
a game, split over five CDs. You 
can at least say you get 
à quantity, but at the end of 
| the day if the first few 
scenes are totally frustrating 
then you may never see CD 
2, let alone the others! 
We have only seen the 
preview code for the Iron 
Maiden game, so it would 
be tough to compare the 
two. I do fear though that 
we will see more of these 
types of games, and that 
they are destined to go the 
same way as so many film 
licenses. David 
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Coupe keene naman 
lg crack as it is without being 
constrained by awkward mavements 
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Though the game will 
appeal to all the Queen 
fans, it will unfortunately 
be bought more on the 
band's legacy than on its 


qualities as good game 


VERDICT 


OUT OF 100 


juilding the Ultimate РО 


01392 420100 


MAY 1998 | ISSUE NINE | ULTIMATE PE 


| 










Why NOT VISIT OUR 


p n AT THE 
All items are fully guaranteed by both Gameplay and their IN 
manufacturers. Any product that becomes faulty within its © ADDRESS ON THE ORDER FORM! ALL ITEMS IN THE 
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You should find Gameplay to be the cheapest supplier ^ efficiently. MAIL ORDER DIVISION. 
of PC games in the country. However, we can't look [ 
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On top of this, we offer a FREE 1st Class delivery service packaging has been specially designed to ensure that your 
and we don't charge for петер if you are buying by podet arrive in perfect condition (we do not use iy 
mail order so there are no"Hidden Charges". The price you ags!). Also whatever your needs we can help you make 
see is the price you pay! the right choice. Our salesmen are all enthusiasts and do not 

make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
Just take a look at this advert! 2 pages crammed with keep it so we make sure we tell you the truth! 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 
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Red Baron Il- 


Altogether now: “Ten, twenty, thirty, forty, fifty or тоге, niii 
that dirty Red Baron was running up a score...” 








| 
à К ©. Red Baron II eh? Well, І rate 


| myself as a bit of an ace when it 
comes to combat flight sims. I can fly 
rings around anyone in the F-22 Raptor, 
and scouring the landscape at the controls 
of an Apache Longbow is my idea of a 
perfectly relaxing afternoon. So, just for a 
change I thought I'd have a bash at some 
World War I stick-n-string action with this 
latest release from Cendant Software. 











Humming the tune of ‘Snoopy Versus didn't work properly, but I overlooked this full throttle trying in vain to catch up with 
the Red Baron', I installed the game, put and carried on with the game. them. The whole point of combat aircraft 
on my sheepskin flying jacket and got Selecting the campaign option as being flying in formation is for mutual protection. 
ready for blood and bullets over the the best way to get an overall feel of the In real air missions over the battlefields of 
trenches of Verdun. Chocks away, Ginger! designer's intentions, I familiarised myself France, there is no way that two 

& 23 with the simple controls of the primitive supposedly experienced pilots would have 

пеу Wail гог ШЕ! 1915 Nieuport II fighter, started the left a rookie behind to fend for himself. At 
The game started promisingly enough, with engine, opened the throttle, and watched best they would risk losing a valuable 
a player interface in the style of a pilot's in dismay as the two other aircraft in my aircraft. This is obviously a new concept in 
flying log and a brief database of famous patrol soared into the air and disappeared games programming; forget artificial 
WWI aces. I guess I should have expected from view before I had even got off the intelligence, this is artificial stupidity. 

иа! trouble when the controls for the database ground. I spent the next ten minutes at "MB. 7 t : d an 

nr = == + ~ - қ - || ода. j| шини yu s 

; жет = a Anyway, I followed the m mission map, 

J looking for the observation balloon which I 

was supposed to be destroying, trying to 


navigate using the landmarks on the ground 
below just as they would have done back 
then. I was trying to follow a railway line, 
but the game's crude graphics engine meant 
that the terrain features, such as they were, 
only appeared as I flew over them, making 
them quite useless for navigation. After 
another five minutes of watching a load of 
bombed fields pass slowly beneath me, I 
tried to use the Time Compression’ feature, 
but this just made the aircraft impossible to 
handle. I had to switch it off before I 
pancaked into the ground. As I became 
more and more bored with the prolonged 
farting noise which passes for the sound of 
the engine, I thought it would be a good 
idea to test the Nieuport's Lewis gun, so I 









name of the 


of Germany, о! 











itish lines 1 
le was buried 
full 


military honours. 





Corporation, 





| 1994 Funk & 





Corporation, 


If you can pull aff aerebatic stunts like this then уви have obviously been practicing for far too long. Right: One view you almost never see in the game 
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fired off a couple of rounds. As soon as I 
pulled the trigger, the game's graphics 
routines decided they couldn't handle the 
strain and the terrain texture maps 
vanished, leaving a featureless monochrome 
polygon landscape against which it was 
impossible to judge altitude. 

Now, I could understand this 
happening if I were running a slow 
machine, but I use a 200Mhz Pentium with 
a 3Dfx Voodoo card in it, which never has 
any trouble with even the toughest 
graphics. This sort of bug should never 
have made it past Cendant's normally 
excellent quality control department, and 
renders the game virtually unplayable. 


Looking for trouble 

In an effort to find some redeeming 
features in what had so far proved to be a 
rather sub-standard game, I next tried the 
multiplayer option. It immediately earned 
a demerit by needing one disk per machine 
even on a local network. Eventually I 
managed to get it to work and was 
rewarded for my efforts by the most boring 





fifteen minutes flying since I played the 
single player version. 

The map area is so big that you spend 
all of your time looking for somebody to 
have a fight with, and you are far more 


first world war had a life expectancy of 
only two weeks. If Red Baron II is 
anything like a realistic simulation, I can 
only assume that most of them crashed 
after falling asleep at the controls. 


Drat, drat and double drat 
The final analysis of this game is a 
depressing affair. On the plus side, it 
makes a change from all the F-22 
simulators on the market, the manual 
is well written and contains a wealth 
of historical information, and it does 
offer a fairly wide range of aircraft. On 
the minus side, it has a number of 
annoying bugs, poor graphics even 
with hardware acceleration, and is 
very, very boring to play. The 
multiplayer option is no better. With 


I rate myself a bit of an ace 
when it comes to combat flight sims 


likely to run out of fuel than to be shot 
down. I eventually crashed after trying to 
fly the slow and unmanoeuvrable Fokker 
ЕШ under a low bridge, just to relieve the 
monotony. I have read that pilots in the 


maps of that size shared between only 
eight players, you never even see 
anyone, let alone fight them. On the 
whole, life is too short to be mucking 
about with this sort of thing. Cliff 


As you'd expect, Hed Baron И features ай the usual multi-player options including Internet and Network play. Up ta eight people can take part at the same time 





MAY 1998 | ISSUE NINE | ULTIMATE PE 


REview 








ULTIMATE INFO 


AUSELS CENDANT SOFTWARE 


DEVELOPER 
PROCESSOR 
GRAPHICS 
CONTROLS 


This one is never going 
to get off the ground I’m 
afraid. Time to go back 
to the Great Pumpkin 
for a new battle plan 
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Platform games may not be on the top of your ‘games to buy’ list, 
but there must be a few kids out there that haven't sampled the delights of 20 arcade action. 
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KEYS AND JOYPAD 


Jazz is a bit of an old- 
timer these days, and 
unfortunately doesn’t 
really offer much more 
than a view of games and 
times gone by 
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t is hard to see how the 

same company that has been 
developing Unreal (Epic Megagames) 
could be also behind a game that is so 
different in style. Maybe this sequel was 
a ‘must-do’ for the company, signed up 
ages ago and under contract to deliver. 
You sort of get the idea that Jazz has 
been left in the toy box for a while, 
dragged out and dusted off while they 
have been playing with the new toy. 


kra 


The clean up operation seems to have 
been successful. If you haven't seen the 
original then you won't know that the 
graphics were not so bright and Jazz's 
moves were limited, but these things 
have been improved. Luckily they have 
decided to add the old game to the 
package so you can see for yourself. 


Well, with platform games I guess the story 
isn't that important, and Jazz Jackrabbit 2 
isn't any different. The intro is just a 
collection of poorly rendered cartoon 
sequences which don't shed much light on 
the subject. All we know is that the evil 
turtle, Devan Shells is up to his tricks again 
and may put a stop to Jazz's wedding. 


As you play through the game you soon 
realise how unoriginal this game is. Okay, 
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it may be ап improvement on the first 
game, but we have seen so many better 
platform games appear since then and this 
doesn't really provide anything new other 
than more levels (30 in all) and weapons. 

If you take Jazz's movements as an 
example, he uses his ears in the same 
way we saw Earthworm Jim climb along 
ropes. Also, the game has similar high 
speed dynamics to Sonic, where Jazz does 
some nice gymnastics to get him from A 
to B a bit quicker. In the same way that 
we saw Croc break boxes, you see Jazz 
get his little bottom through similar 
obstacles with as much gusto. The thing 
with Croc though is that the 3D engine at 
least gives the game a modern look, more 
on par with Nintendo's recent releases. 
Unfortunately Jazz is just past his prime. 
All the moves are smooth and the 
obstacles taxing, but the monsters are 
not very challenging. I just hope the 
baddies in Unreal have a bit more in the 
way of AI! 

Tf you still have a soft spot for 
platform games, Jazz 
Jackrabbit 2 does at 
least have some 
nice backgrounds 
and music, but 
games like Abe's 
Oddysee or Croc offer 
much more in the 
way of both graphics 
and playability, 
plus value for 
money. 
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Budgetheviews 


This month we have a few goodies for all you keen gamers with a bit of extra cash к 








As well as the official Quake I level editor, we also have the add-on for Jedi Knight. 


SENSIBLE 
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L of us here at UPC still 
reckon the original Jedi 
Knight game is the best of Lucasarts' 
Star Wars tie-ins. It was leaps and 
bounds above games like Shc s Of 
The Empire, with a much more in-depth 
engine and interface which really made 
the most of the Force. Special Force 
powers gave players that little bit of 
extra clout and choice of offensive 








moves. Okay, so the game doesn't quite 
live up to the Quake IT's of this world 
but for Star Wars fans it really was 
orth a look. 
This add-on pack provides not only 
more missions (fourteen in all) but also 
includes a few general improvements to 


the basic game itself, primarily we 
assume to bring it more up to date 
with current releases. The inclusion of 
cameras in the game to let players 
monitor their position can only be a 
good thing (like wing-mirrors on a car 
- essential!). The lighting effects in 








the game also seem to have improved 
(the light sabres are brighter but still 
y), explosions are more convincing 
1 tie in with the sound effects 





. Sometimes you will hear a 


rumble and the whole screen will shake 


and you then see a group of Tie 
Fighters burning overhead. 

The game features a new character 
too, Mara Jade. Before you say you 
have never heard of her, she featured 
in the Star Wars novel Heir To The 
Empire. The presence of a female 
character seems a bit strange - a new 
competitor for Lara called Mara? Nice 
choice, but I’m sure some people 
would rather play as Jabba! On that 
note, I have never heard of the 
fortress of Ka’Pa the Hutt - must be a 
cousin or something. Anyway, you do 
get to visit quite a few new locations 
including swamps and subterranean 





Jedi Knight: Mysteries of Sith offers fans of the original several new levels for them to play 
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catacombs, not to mention plenty of 
bases crawling with Storm Troopers. 
Lucasarts have really put in a lot of 
effort to provide as many new features 
as they can for this add-on. Four new 
five new Force powers and 
over twenty new enemies. This is a 


weapons, 








commendable addition to the origina 
game - good active levels that offer 
many surprises await fans who own a 
copy of the original. Ш 
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Build a thriving colony and then 
conquer your opponents 





Research new technologies and build new 
structures as you try to get ahead 
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WANNABE A 
POP STAR 


Attica 
Price: £29.99 
01865 791346 


ave you ever dreamed of 
stardom? Treading the boards 
with your mates while the lights glare 
in your eyes and you're deafened by 
the sound of screaming fans? Well 
Attica bring you that chance. 

Attica have joined forces with the 
might that is Smash Hits magazine to 





BN. | 


Realism is not really а feature here — по band is lucky enough to get а copter ride to their first gig! 
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Digitalentertainment 


A veritable feast of multimedia titles this month. Quite literally, what with the Taste of Japan 60 
ROM. Also, while you are at if, learn how to be a pop star in about five seemingly easy steps! 





provide this very humourous and 
entertaining interactive CD-ROM. It's 
obviously a bit of a laugh rather than a 
serious gaming experience, but it is 
surprisingly fun to play. The basic idea 
behind the title is for players to 
audition band members to play each of 
the five instruments, choose a winning 
team and then take them to the top of 
the Smash Hits charts. 

The cartoon graphics and 
stereotypes are very amusing, and the 
whole game bears no resemblance to 
the gritty world of the music industry, 
but that is half the fun. Once you have 
hired and fired a number of band 
members to get the right combination, 
you can then move to the church hall 
for a practice session where you get to 
write your own music. Well, in reality 
each band member has five different 
song parts they can play, and you can 
mix and match them telling each where 
they come in as the song progresses. 








Once you have thought of a good name 
and finished your song, a manager 
bursts in and says you will go a long 
way (even if the music you have made 
is tripe). He then takes you to the 
recording studio, where you get to 
record a finished mix with some added 
overdubs, before you go on to play a 
one song date in a stadium sized venue 
(including stage divers). This whirlwind 
ride ends up with your chart position - 
you could be at number one with the 
right combination. 

As you can see, they have missed 
out all the slogging around toilet 
venues playing to one man and his 
dog, but it really is fun. It’s a bit 
annoying that you have to have five in 
the band - no power trios available — 
but there are quite a few musos to 
choose from, each with their own 
playing style (grunger to funkster!). 
The recording studio is quite intricate, 
allowing you to pan and alter volumes 
for each instrument and record a final 
mix, but everything else seems rather 
naff. Thirty quid is a lot of money to 
spend on something like this, but 
that's the price of fame! m 


A poptastic way to get to 


the top in the music world, 
but nothing too special 





moving down more and more software 
avenues in a search for increased 
revenue. Their tie-in with World Book 
seems to have worked really well, as 
together they have come up with a very 


ШИШ O 





don't own an encyclopedia you could 
certainly do a lot worse. Bear in mind 
though that we reviewed Discoveries last 
month, and it had five CDs whilst World 
Book Encyclopedia 1998 only has two. Ш 





respectable CD-Rom that gives anything 
Chronicle and Grolier have put out a run 
for their money. World Book have got 
eighty years of experience, and this 
really shows in the depth and scope of 
subjects covered in this encyclopedia. 
Of course it has been aimed at the 
national curriculum, but luckily-the 
presentation moves it away from 
textbook study, providing video 
sequences, images and sound files to 
spruce everything up a little. 

They have also decided to make the 
World Book Encyclopedia link closely 
with the Internet, something other 
encyclopedias have failed to do in the 
past. By adding a window within the 
programme they can be assured that 
users won't just wander off on their own 
quest. It is good to see a resource that 
doesn't see itself as the be-all and end- 
all. As far as new features go the most 
impressive is the ‘Homework Wizards’ - 
sorry guys! This has been set out as a 
sort of personal organiser to help out 
BM are best known for their with essays. 
role in the history of computer More generally though, the 1998 
development, and being a well known version looks a bit sharper, with more 
company for those reasons it is not snappy graphics, including some cool 
surprising to find out that they are 360 degree views of the world. So if you 










WORLD BOOK 1998 
MULTIMEDIA 
ENCYCLOPEDIA 


Price: £39.99 
Contact: 0171 494 1331 


Feed your mind and your ass will follow... maybe 








A marked improvement 
on the highly 
acclaimed original 








A TASTE OF JAPAN 


Europress 
Price: £19.99 
Contact: 01625 855000 


A s part of a series, A Taste of 
Japan is basically an insight into 


the culinary delights of the Far Eastern 
country. We admit that cooking has very 
little to do with computer games, but we 
at ЏштматЕ PC feel it is our duty to educate 
as well as entertain - life isn't all about 
shooting the hell out of enemies now is it! 
Set up as an instructional cookbook, A 
Taste of Japan is certainly no student 
guide where all the recipes revolve around 
the use of baked beans. Though not 
exactly Delia Smith either, this CD ROM 





blends audio and video demonstrations to 
provide a simple and straightforward 
guide for even the most kitchen shy 
amongst you. What it all basically boils 
down to is the preparation and 
presentation of sushi. 

Split over two CDs, this title looks at 
the many flavours of sushi, such as 


Everything you need to 


know about sushi with a 
bit of Japanese culture too 





shiitake mushrooms, shiso leaves, ginger 
root, and of course, rice. It goes into 
detail about how to prepare the food, 
what utensils to use so as not to affect 
the delicate flavours, and then how to 
prepare each recipe. 

There are around 100 different dishes 
available, so you shouldn't have any 
problems coming up with something, and 
if you are having problems you can always 
take notes and print them out - saves 
moving your computer at any rate! 

The second CD is more of a general 
look into the country and culture of 


Japan, albeit brief. In the Beauty of 
Japan section there is information on the 
ancient arts of the tea ceremony, origami, 
Japanese calligraphy and ikebana. We 
were surprised not to see anything on 
bonsai, which must be as well known and 
aesthetically renowned as any of the 
above, so that is rather strange, and the 
American accent is slightly dubious too. 
Overall though it’s quite well 
presented, and if you want to know more 
about Japan and its cooking, this is quite 
enjoyable, though maybe not as packed 
with information as an encyclopedia. ш 










You may need an adult to help you 
when using sharp tools and blades 
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Mag drag 


fa must begin by congratulating you on your 
magazine and the informative reviews. Secondly, I 
have a complaint about games magazines in 
general. Why do you just write articles on the 
games themselves, what about game development? 
I suspect other readers would also like advice from 
the professionals, maybe recommended courses at 
college, university and evening classes for those 
that can't study full-time. 

You could include reviews of books on the 
subject, explain game technologies and articles 
about computer languages (which ones are used in 
games and business applications). This I believe 
would give your publication even more of an edge 
over the competition. I hope you can incorporate 
some of these ideas in your magazine. 

Stephen Loussot, Southampton 


We've been thinking for some time about a feature 
looking at game development, as we've had a lot 
of similar requests. What we'd like to do is follow 
a game from its initial concept, through design 
and programming right up until the day it hits 
the shops. The problem is finding a game worth 
covering so extensively and getting a developer 
behind the project as well, but we hope to have 
something for you soon. As for the idea of a 
feature on university courses and how to get in to 
the video games industry, this is something we 
might look at doing in the future, but have no 
plans as of the moment. 


- 


Hn. about six months I have been reading a 
rival magazine, but my newsagent decided not to 
sell it any more so, desperately searching the racks 
I came across Uttimate PC. I had a quick look 
through the many detailed reviews and tips and 
decided to buy it straight away. Now I would never 
go back to my old mag. 

There are two things though I would like you to 
answer: (a) I have recently completed Doom & Doom 
2 and have been looking for another decent (but 
cheap!) shoot-'em-up, what would you recommend? 

(b) Some of my friends say your mag is 
crap because none of your demos run in DOS 
or Windows 3.1. Will you change this in the 
future or is there no demand for it? 

Robert Clarke, Cobham, Kent 


In answer to your first question, there are loads of 
excellent 3D shoot-'em-up games around. The two 
we heartily recommend you to check out are Quake 


II and Forsaken. Both are superb and if you enjoyed 


the dated Doom and Doom 2, then you're going to 
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ars jest а few of the topics in this month's Penlltimate... 


love them. Saying that, both games will set you 
back around £40, so are not exactly cheap. As a 
less expensive alternative, Quake can now be 
bought under GT Interactive's Replay budget label 
for around £10. 

In response to your friends' claim that the UPC 
CD is crap because it doesn't run under DOS or 
Windows 3.1, all I can say is that we like to think 
that the CD is as user-friendly and simple to navigate 
as possible, and what's more, the content is second 
to none. As such, there are no immediate plans to 
change the format of the CD. However, we're always 
open to comments, and if enough people would like 
to see the CD running in DOS or Windows 3.1 then 
we will look in to the issue. If you have any 
comments, write in to the usual Шмат PC address. 


Firstly | would... 


П, issue six уои ran an article оп the best 
printers to buy. My parents are in the market for 
a new printer, so I immediately turned to the 
page to find that the cheapest was beyond their 
upmost price. I was annoyed to see this as I 
know there are cheaper colour printers available. 
Not everyone has loads of cash to spend on 
£300 printers and it would be nice if you had 
considered this area of the market when running 
the article. The reviews of the printers were well 
written and included good, comprehensive 
details, but with only three choices it wasn't a 
great range for the reader to choose from, since 
there are hundreds of printers on the market. 

I was wondering if you were planning to issue 
a magazine without the demo disk. I am not 
















allowed to install demos onto our computer after 
a fault with several that we have tried (none of 
the problems occurred with your demo disks), 
and £3.95 is a lot of money to spend when most 
of that is for the demo disk. If you had two 
choices at the subscription page, with or without 
the CD, maybe more people would be inclined to 
purchase the subscription, since the magazine 
itself is excellent. 

Stefan Carlton, Tyne & Wear 


There can be no denying that the price of the 
printers reviewed in issue six were a little on the 
steep side, but that's only because they are 
amongst the best colour printers currently 
available. Obviously, as you mentioned, not 
everyone can afford these prices, but if we only 
ever featured products that were affordable to 
everyone, budget game reviews would be about 
all we could do! Don't worry though, there'll be 
more printer reviews over the coming months and 
we promise the next one will look at the cheaper 
range of printers. 

As for the possibility of a non-CD issue of 
Uttimate PC, I'm afraid the chances of such an 
eventuality are slim. Research has showed that 
nearly 99% of our readers use the demo CD, and as 
such it just wouldn't be cost effective to do two 
separate issues. To be honest, at £3.95 you could 
almost say you're getting the CD for free anyway! 


П, not going to start off my letter like 
everybody else and say how much I enjoy 
reading the magazine, although I do think it's 
better than the other PC magazines, especially 
as it's £1 cheaper. 

Anyway, I am writing to see if you can give me 
some more information on the new light gun for 
the PC. I read about it in Issue 7 and I instantly 
wanted to know more about it. I was reading 
about Ed Hunter, the game based on Iron 
Maiden, and it said that they were making a 
light gun to go with the game. Straight away 

several questions entered my head, utmost of 

which was, ‘will this gun work with all shooting 
games?’ I have Virtua Cop IT, and have to make 
do with killing the bad guys with my mouse 
(deadly weapon or wot!). Also, will the gun come 
free with the game or as a separate package? If 
they do come free with the game, how much will 
it cost? I'm sure I'm not the only person out there 
wanting to know all this. 


Synthetic Dimensions, the team behind Ed Hunter 
are indeed working on a light gun which will be 
bundled with versions of their game. The effect thjs 
will have on the retail price is not yet known, 


although it seems unlikely that you'll get the gun 
and game for under £40. As to whether this gun 
will work with Virtua Cop IL, the answer is no. 
Unfortunately you'll just have to keep plugging 
away at them bad guys with your mouse. 


hy, oh why can't any first-person 3D action 
games support more than one player without a 
modem or LAN connection? I ask because a 
friend of mine owns an N64, on which you can 
play four-player Goldeneye (which I'm sure you 
are aware of). All four players sit around one 
machine, with one game cartridge and on one 
screen. However if, as a PC owner, I want to play 
against some friends, say Jedi Knight, I'd have 
to first make sure all players have a copy of the 
game and an Internet connection. Then I have 
to make sure all players know what to do and are 





Lucky Fella! 


| | Fe ee ee Қ 
issue 6 and read with interest the letter from 
Paul Cottrell. I would just like to say to him 
that there are a few avid computer females out | 
there. He doesn't have to convince me what I'm 
missing because my husband and sons can't get 
on the computer because I am always on it! 



















ШІ... teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month’s Star Letter. Worms 2 was 
reviewed in issue 3, and thanks to its improved 
graphics, superb gameplay and riotous 
multiplayer mode, scored a well 
deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose’s 
PowerPlus range. 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a 
letter printed receive their free game. 





ready to join the game that I host, and finally 
spend a lot of money for online time, as we 
spend ages playing to get the most out of all 
the effort and money we paid. 

However, if you want to play a multiplayer 
game on an N64, you just have to get all the 
players in the same room and then put the 
cartridge in, switch on the machine and the 
television. Having all the players in the same 
room also has the added advantage that you 
can see your opponents’ reactions when you 
blow them up! 

Why does it take four PCs to do what one 
N64 can do? 

Alex Moore, Cardiff 


Anyone who has taken part in a four player 
Goldeneye deathmatch will know exactly what you 
are talking about, Alex. The fun, the thrill, the 
excitement, the tension is all there in abundance. 
There are several problems to having such a four- 
player option on the PC though. First and most 
obvious, is that at just 14” or 15” the size of most 
people’s monitors would make it almost impossible 
to see what is going on with four characters running 
around the screen at the same time. Then there's 
the problem of running out of keys and joypads for 
players to control their character with. The Internet 
is the way forward for multiplayer gaming, allowing 
dozens of different gamers from all around the world 
to take part in matches at the same time. Obviously, 
there's extra expense incurred through this, but play 
Quake II over the Internet and I'm sure you'll soon 
agree that it's worth the extra cost. 


I have been an avid computer fan since the 
days of the old 48K Spectrums. We progressed to a 
Commodore 64/128 (waste of time that was) then 
on to an Amiga 500, followed by a 1200 and finally 
a mega PC. I have completed loads of games on all 
formats, including Manic Miner, Jet Set Willy, The 
Hobbit, Sherlock Holmes, Indiana Jones and the 
Fate of Atlantis, Tomb Raider, Broken Sword, and 
Monkey Island I and 11. 1 even like playing Quake, 
but my favourite game at the moment is FIFA 98. 


_ We have a Gravis GrIP system, which I would 


recommend to anyone for games like FIFA, as we 
can have five players from home against five 
players at a friends’ house. Truly amazing! 

If my husband was to offer me the latest 


. game for our PC, or a new set of saucepans, the 


game would win every time because I spend one 

hour a day cooking compared to four hours a 

day on the computer. Which is the better deal? 
1 can take the PC apart and put it back together 


- again, install a new hard drive, CD Rom, soundcard, 


or modem - it isn't very difficult. 
So, Mr Cottrell, my husband is the 
luckiest man in the world. Not only 

does he have a wife who loves 


Allison Leyland 
Good for you Allison! You tell him! 









LEtters| 








m I the only person who has noticed the 
way that games are going? Each company sees a 
game by one of its opponents and immediately 
copies it. There are more real-time strategy 
games now than there are PCs, but there is no 
strategy in them. Most games just require you to 
rush across the field and shoot the enemy. Not 
one game has actually changed the theme of 
these games at all, they just adds more guns and 
troops. If they thought about it, they would be 
able to make a game head and shoulders over the 
rest. Activision’s Battlezone is quite a good idea, 
but seems to me like a cross between Mechwarrior 
2 and C&C. There is one company though that 
deserves unlimited praise, which is Bullfrog. 
Whilst everyone else was making their boring C&C 
clones (don’t get me wrong, there were some 
brilliant ones like 7th Legion and Total 
Annihilation, which was made brilliant by its 3D 
terrain) they brought out Dungeon Keeper. This 
had a good mix of strategy and building which 
proved addictive. Unfortunately it only came 
second in last year’s top fifty. 

Also congratulations on your demo CD. Other 
games mags think is acceptable to give you boring 
art programs and games that are five years old. 
James Dalton, East Yorkshire 





If a game works and sells then it’s not surprising 
that other companies are only to keen to jump 
on the bandwagon with their own clones. In 
today’s extremely competitive video games 
market, where production costs can run into the 
millions, software publishers want to be sure 
that they are going to get some return on their 
investment and the best guarantee of this is by 
putting out a game that has already proven 
itself. Original games are risky business, and it 
seems most software publishers would rather 
play safe and put out games that they know are 
going to sell. 


If you have comments, queries, or even complaints 
about the magazine, games or life in general, then 
write to us at PenUltimate, Uttimate PC, Rapide 
Publishing, 1 Roman Court, 48 New North Road, 
Exeter, EX4 ДЕР and let us know. Тћеге 5 a free copy 
of Worms 2 for the Star Letter and a Powerplus game 


for all other letters printed. Apologies to anyone who 


has had to wait a little while for their prize, but the 
problem has been sorted and shouldn't occur again. 
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t's happened once 
again. Just as people 
wind down from indulging 
in crazy sessions on 
Quake II, another дате 
comes along and starts 
the whole addiction thing 
up again. The title in 
question, Activision's 
Battlezone is already 
highly acclaimed for 
being a great game for 
those playing with 
themselves (oh er!), and 
now its addictive 
qualities have been made 
available over either a 
Local Area Network, or 
better still, the Internet. 
Okay, playing дате5 15 alt 
very well and good, but 
when you're in an office 
like this, you need your 
computer to be free at 
all times - not have 
another writer playing 
Battlezone on your 
machine when you come 
back from the lav. (Yep, 
it’s really got to that 
stage. Sadly for me, it's 
usually my computer.) 

If you dare, read this 
month's review of 
Battlezone in multiplayer 
mode — obviously though, 
Utimate PC holds no 
responsibility for those 
readers who get hooked. 


Remember, if you have 
any comments or 
questions concerning 
online gaming, feel free 
to email me — we're 
always interested in what 
our readers have to say. 


Simon Lovell 
simon @rapide.co.uk 





It's that time of the month once again where we tap into the wonderful world of 
multiplayer gaming. As well as taking a detailed look at a new gaming service 
for those in Europe, a couple of hot new games are also put to the test... 


FEATURE 119 


Finally, a company has put in some time and come up with a European games service. Find 


out what ICL’s Gameszone has to offer punters. 


REVIEWS/PREVIEWS 122 


You've played Battlezone in single player mode, but how does it square up over the 
Internet? We also try out Ultim@te Race Pro and see whether it could start a new online 


racing game craze! 


CYBERSPACE 126 


PC game Web sites are constantly being erected, and as always we search around for a 


collection to evaluate, both company pages and general sites. 





A nyone with an interest in the 
Internet at some time or another 
will have heard of Yahoo! It started off as a 
basic Web site search engine and has since 
become incredibly well known. Now there 
are many different Yahoo! Web home 
pages, such as Yahoo! UK & Ireland, Sports, 
Los Angeles - you name it, it’s there. But, 
by pointing your Web browser to 
http://play.yahoo.com/games/ you will 
arrive at the latest venture, Yahoo! Games. 
The free gaming service was launched 
mainly due to the closure of another 
games site called Classicgames.com. The 
developers of this site decided that they 
wanted to put more time into other online 
projects, and so Yahoo! decided to take it 
over. They've chopped and changed a few 
things to make it follow the style of other 
Yahoo! pages, and now gamers have an 
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ever-wider selection of online games sites. 


Anyone with a Java-enabled browser 
can use the service, which is offering 
classic games such as Bridge, Poker and 
Backgammon. Game reviews can also be 
read, from ones with online support, to 
those without. 





Yahoo! take their services to another level 





I he online shop Entertainment 
Express (www.entexpress.com) 
have recently expanded their catalogue 
of products from CDs and videos to 
include both console and PC game titles. 
The site features the best-selling 
titles at competitive prices, and when 
you see the price on the screen, that's 
the price you pay. In addition, those 
living in the United Kingdom benefit 
from free delivery! Orders made before 
1pm are dispatched the same day, and 
those purchasing will receive an email 
confirming the order of their game. 


INTERnet 





Up until now, online games services have mainly been hosted by the United States. 
All has changed now though, as computer company, IGL launched the very first European service 
Called Gameszone. Question is, does it stand up to the rivals? 


T о an extent, us Brits seem to 
have been left out of the 
online gaming world. Whenever a new 

gaming service is launched, most of 
the time it’s based in the US, and 
sometimes those across the Atlantic 
are unable to make use of selected 
titles. Take Microsoft's Fighter Ace for 
example. Okay, we are able to play the 
free games over the Internet Gaming 


Take yourself on a 
journey of 
medieval 
diplomacy, 
treachery and 
power in this 
strategy game 
based on the 
popular boxed game from Interplay. To become a 
leader of the multiplayer pack you must recruit 
soldiers, take on native militias and get hold of rival 
land by entering bloody battles. 


If you're just too т є 
much of a wimp r Dri 
to try out i : Í 2 
paintball for real TE E I. немесе 
(it's under- 


standable if you 
saw that episode 
of Byker Grove) 
then you're 
invited to try out Splatterball, a 3D action game 
complete with Splat Rifles, Balloon Launchers and 
Burst Guns, 


Zone, but when it comes to pay-for- 
play, we're not catered for. Microsoft 
claim that they are going to be 
launching a European version, but we 
doubt this will happen for some time. 
Although it’s happening slowly, 
companies are finally starting to see 
what potential online gaming has in 
Europe. All credit to BT, who have 
proved that they can offer something 








Combining role-playing with action, Ragestorm allows 
up to 50 people to play simultaneously by choosing one 
of three teams. The objective is to overcome opposing 
teams and conquer their shrines using over 200 
different spells, These have been taken from the 
Rolemaster tabletop games from Iron Crown Enterprises. 


Apparently if you're fed up of дооду-дооду 
adventure games and would prefer something 
allowing you to go on wild rampages, Darkness Falls 
is the one. 
Players get to take 
on the role of 
Zombies, 
Skeletons, 
Necromancers, 
Demons and a 
series of other 
bizarre characters 
in this adventurous role-playing title. 





Another adventure/RPG from the tabletop series of 
games, Bladelands offers a unique graphical interface 





substantial, and now Wireplay 
(www.wireplay.com) is lapping up 
gamers from ever corner of the country. 
They have, of course, recently expanded 
to offer games to the US and Australia - 
a bit too generous if you ask me! 
Another service which tried, but 
sadly failed was Entertainment Online 
(UK and US). It offered its subscribers a 
selection of (pretty poor) online games 


and supports each 
of the Rolemaster 
classes and races, 
a spell system and | 
combat moves, 





Released a couple of years ago on the PC, Descent now 
makes its way into the multiplayer world, giving up to 
eight people the chance to battle it out in their 
futuristic spacecraft. Arm your lasers and missiles, 
manoeuvre through caverns and tunnels and get 
blasting with this cool 3D combat game. 
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and downloads of old PC games, now 
even past the budget range. 


ICL, the company who offer computer 
services and also manufacturer systems, 
were the ones who decided that they 
should attempt to offer a new kind of 
Internet gaming service, especially for 
the European market. And so, just 
recently (26th February to be exact), 
Gameszone was brought to life. 

Instead of creating their own games, 
ICL instead opted to make use of other 
companies with experience in the field of 
multiplayer gaming, and so there are four 
different channels on offer: Engage, MPG- 
NET, Oceanline and Simutronics Corp. 
Between four and twelve games can be 
found at each of the channels. Whether 
you like strategy, action, RPG or simulation 
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games, all the major genres are included to 
ensure that everyone is catered for. Fans 
of the strategy genre will be incredibly 
thankful as there are bucketloads on offer 
throughout each of the four channels. 

Of course, one of the major benefits of 
a service like this is that all of the users 
will be playing in roughly the same time 
zone, unlike playing with US services, where 
the majority of people are having sweet 
dreams when you're gagging for challenge. 

One problem which can occur with 
new services is that people visit, only to 
find no-one else playing. Of course, this 
deters them away. ICL though are positive 
about their project and are expecting to 
attract between 50,000 and 100,000 
users by the end of the year. So, if you 
visit, you shouldn't be disappointed. 

Instead of signing with each of the 
Gameszone channels, users simply have 
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one account which will allow them to 
use each one. Players are charged for 
the time they spend on Gameszone, not 
for a monthly subscription where you 
could find that on some occasions your 
money has gone to waste. 


Before subscribing and handing over 
your hard-earned cash you are able to 
enter a main chat area which gives you 
the opportunity to learn what other 
people think about what's on offer, chat 
about the different games and so forth. 


ІНТЕВ пеѓ 





In order to access the chat area 
and obtain the games, various 
software needs to be installed. This 
can be done either via a CD-Rom or a 
version can be downloaded from 
www.games zone.com. 








This 3D rendered game offers plenty of myths, spells, 
magicians and other crazy features. Your character must 
collect spells to defeat opponents and gain access to 
the world of initiates, or even that of the gods. 


Ever fancied being behind the wheel of a mean 
machine, complete with a rather impressive arsenal? 
Well, now you can thanks to Dust ‘N’ Blast, where up 
to eight players can indulge in aggressive battles. 


After being a successful single player title a while 
back, people have now shown interest in International 
Tennis Open as a multiplayer game, There are a few 
different modes to choose from, including single 
matches or tournaments involving up to 128 players. 


This colourful game is bound to attract the whole 
family thanks to its sheer simplicity. Work your way 
around a ten-hole course, attempting to make as few 
shots as possible. Easy as pie. 


Yet another strategy game, complete with a bizarre 
storyline involving Martians and the taking over of 
planets, The current version of the game offers loads of 
different missions, but more will be available constantly. 


Apparently this is the first online battleship game... It 
has been designed to appeal to a wide audience and 
offers colourful gameplay and plenty of cannon action! 





You're in a town called Slaughter Gulch. You like it 
very much there, but the only way you can stay is to 
play a very unusual game of cards, Lots of possible 
strategies, different bonuses, etc. 


As the name suggests, this is of course a chess 
simulation, which boasts a user-friendly interface and 
plenty of camera angles. Of course, it’s one against 
one, Do you have the brain? 


Blitz is basically the same game as Checkmate, but 





instead of being able to take your time with moves, 
Blitz is all against the clock. Why they didn't just 
include the option to have a timed mode in 
Checkmate I don't know. Oh well. 


An action game with a difference, as Deep Trouble 
takes multiple players underwater for battles deep 
down in the ocean. A bit fishy if you ask me (sorry!). 





If you see yourself as a bit of a pool king, you can 
now get your virtual cue out in Pool Academy. 
Challenge one other player for a non-stop game and 
see whether you can keep up your clean sheet. 


Basically the same as the MPG-Net version but with 
different graphics. You know the score; use your 
checkers, don't get hit and block the opponent. 
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Two games which have proved excellent as single player titles are Battlezone and Ultim@te Race Pro. 
But how about their multiplayer options? A different kettle of fish? 
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W е are already aware that Battlezone is a red-hot single 

player 3D strategy game, but like the majority of PC 
games now released, the game also invites multiple users to 
take the game in a more aggressive manner, either via a LAN or 
over the Internet. 

In most cases we do encounter problems when attempting 
to get games to work over the Internet, but the same can't be 
said for Battlezone. 

In order to play some games online, users are required to seek 
various server addresses and download update patches to get 
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everything up and running. Battlezone provided none of these 
hurdles though, and we were instantly able to access servers. Once 
you've chosen your server, it's then time to decide on a game room. 
Alternatively, you can create your own for people to visit, which 
then gives you the opportunity to set the options such as level 
type and number of players. For privacy, passwords can also be 
included in this host option for special sessions between friends. 
Thankfully, special multiplayer maps have been created to 
make the option even more enjoyable. These also vary 
depending on the different type of game you want to play. For 
example, the deathmatch maps are marked with a 'D' and vary 
from small arenas to larger ones for bigger groups 
of players. If however, you would prefer to sticking 
with the point of the single player game, 
you can do so by selecting games with 
an 'S' next to them. This indicates 


It's proved extremely popular in single player mode, but now hundreds of games Ing onto the Net for multiplayer battles. Watch aut you don't get addicted 
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that the room is currently playing or preparing to enter a 
multiplayer strategy game. 

All of the units from the single player game can be chosen 
and each come with their own collection of weapons, from the 
Standard Mini Gun to the almighty Mag Cannon. The slower 
models are generally more powerful, although terribly vulnerable 
to attack. So, as you can imagine, most people opt for the faster 
craft with not so beefy weapons. However, all is not bad, as power- 
ups can also be collected through the levels, upgrading current 
weapons and providing special new ones with even more power. The 
Flash Cannon is particularly impressive, constantly firing a deadly 
beam of microwave energy towards its target! Due to the speed in 
which some of the ships are flying, it’s quite hard to pick off the 
enemy from a distance with the non-homing devices. When you do 
blow someone from the sky though, it’s highly satisfying. 

As you can imagine, the deathmatch games are quite fast-paced, 
especially if you have the maximum number of players in at once 
(up to eight). As well as killing, avoiding attack is also important if 
you want to be at the top of the constantly updated scoreboard. If 
you get a hit, you should search around the level for a green pod. 
This will restore your hull to a reasonable level. It's also a good idea 
to watch out for blue pods which offer more ammunition. There's 
nothing worse than being left in an area with seven other craft, 
hell-bent on blowing you away without any firepower! 

It is inevitable though that you will get your bottom kicked 
at some time. When this happens, the human who resides inside 
your craft will be shot into the air with just a mere Rifle and 
Sniper rifle to defend themselves. Although it's nice to try out 
your Sniper Rifle once or twice, getting back into your ship as 
fast as you can is important, as other enemy have no problems 
with small men with pea shooters. 

We were expecting the game to be pretty slow over the Net, 
but were surprised about the lack of latency problems. On some 
occasions you will be shooting an enemy and they will disappear 
due to a delay in the connection, but most of the time everything 
is smooth and highly playable, just like it is over a LAN. 

At the end of the day, the whole UtriMart PC team has been 
fighting over machines with the game installed – even after 
office hours. Cliff will pop off to the toilet and come back only 
to find, yet again, Dave hypnotised to another online battle. If 
that's not addiction, I don't know what is. The mix of both 
strategy and deathmatch modes will surely attract even more 
players, and although it may never be as popular as Quake II 
online, Battlezone is certainly worthy of a second place. 


Type: Internet, Modem, LAN 
Publisher: Activision 
Developer: Activision 

Price: 638.88/Ғгер Online Play 
Players: 1-8 

Web Site: www.activision.com 
Memory: 18M8 

Processor: P120 

Modem Requirement: 28.8 
Controls: Keys, Mouse 
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When you've been playing in 
the same game arena against 
lots of other players for 
some time, it does start to 
get quite boring having to 
use the same destructive 
weapons all the time. And 
that’s why Activision decided 
to randomly scatter various 
power-ups around the levels 
- locate these and you could 
find that defeating the 
enemy gets a lot easier. 

Also, there are quite a few 








green and blue pods to be 
found; collect these and 
they'll either bring your hull 
level back to a fit state or 
recharge your ammunition 
for more frenzied attacks. 
E 


























The second most 
addictive online 
game around 
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ШІТІМ ОТЕ RACE PRO 


ntil recently, not many racing games have been playable 
online, and it’s only now that they're starting to come 
into fashion. As the ‘@’ symbol from this title game indicates, this 
game has been created with multiplayer options in mind, and maybe 
the release of Ultim@te Race Pro could start a new online craze? 
"As. you can imagine, it's a lot more fun racing against 
human players than it is going up against computer opponents, 
and up to 16 other people can indulge in this racing action. 
Not content with offering the option for lots of human players 
to race around tracks in the bid to reach the checkered flag, 
developers Kalisto also decided that it would be a fun move to 
include a special ‘Ultimate Arena: Ever wished for a deathmatch 
mode involving automobiles? Well, wish no longer as there's one 
here. The special level is unlike all others in the game and 
offers a large track running around the edge of a central 
^ battle area complete with jumps, bumps and other 
М exciting features. As well as the deathmatch mode, 
the host of the multiplayer game can also opt for 
the Rabbit game, where the objective is to catch 
up with and touch the selected ‘Rabbit Car: 
> м. When you've managed to do this, you become 
the rabbit and the car who isn't caught for 
the longest time wins. Another option 
drops power-ups all around the 
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Ensure your lights are turned on 
for those challenging night races! 





VERDICT 


Finally, a well 





thought out 
online racer Forget computer opponents, human players offer road rage! 
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level. These include speed bonuses, energy boosts and so forth. 
The "Ultimate Arena' is an excellent idea which adds great variety 
to the standard racing option. In this mode you can also use the 
‘F keys to quickly send aggressive messages to your opponents. 
When you first load the game, the computer already has a few on 
offer, but players can delete these and add their own collection for 
use on the track. These nice touches make it all worthwhile and 
without them Ultim@te Race Pro would be nowhere near as fun. 

Though the game is fun to play once you're in, the same 
can't be said for getting things set up. You are unable to select 
any servers, instead it's all done via IP addresses and isn't very 
user-friendly whatsoever. Apart from that, Ultim@te Race Pro 
makes a pretty cool online game. i 


Type: Internet, Modem, LAN 
Players: 1-18 

Publisher: Microprose 
Developer: Kalisto 

Price: 619.99/Free Online Play 
Web Site: www.microprose.com 
Memory: 16MB 

Processor: P133 

Modem Requirement: 28.8 
Controls: Keys, Pad, Wheel 
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subscribe now Тог just £9.95 a month 


Perfect the art of multiplayer carnage by subscribing to Wireplay Unlimited. Calls are 


charged at local rates. Subscribe before April 30 and you'll get 3 months for the price of 2. Wi replay 
Call now on Freefone 0800 800 918 for your free Game Pack or visit www.wireplay.com The games network from BT 
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Cyberspace 


Time once again to tap into that weird world of the Web. Get your modems to the ready, 
launch your Web browsers and check out the following hot, and not-so-hot PG gaming home pages... 


= E RED ORB 
m ENTERTAINMENT 


http://www.redorb.com 


hereas some game companies 
tend to constantly release and 
announce new titles, Red Orb seem to 
do theirs all at the same time, as with 
their most recent collection: 
Journeyman Project 3, Riven and 
Warbreeds. It now means that their 
Web site is left a little dry, with 
nothing new and exciting to read up 
on apart from a few details on Extreme 
Warfare, their new multiplayer game. 
As well as linking pages to the 
main Red Orb site, each of their 
games gets given its own URL. For 






Take No Prisinors, one of the 
‘many games to have its own 
Specially dedicated home page 


Good game sites, 
shame about the 
main page 





example, a quicker way of finding 
information on Riven would be to 
visit www.riven.com. These are of 
course dedicated to the games and 
offer plenty of literature, screenshots 
and demos. They're a lot more 
interesting than the main Red Orb 
page, which isn't very impressive at 
all. It looks very basic, and nothing 


IE WorBreods  Михолоћ Intenet Explor 
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really jumps out at you and makes 
you want to visit a certain area. 

Of course, like most games sites, 
there’s the option here to spend 
money on the company’s games with a 
‘Purchase’ area. There’s also a download 
section for demos, plus a small news 
area with newsletters and press 
releases to read. | 


Adder: [itp Lem warbreed: com/hone Mni E 
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GAMEPAGE: 
THE ULTIMATE PE 
GAMING SITE 


http://wwwt1.geocities.com/TimesSquare/S55 
7/gamepage.html 





Please don’t think that this site 
has anything to do with us 
because it doesn’t. No really 


t's not often that you visit a 
Web site which features 
automatically playing music files. The 
reason for this is that the majority of 
Web authors believe that it's tacky, and 
apart from the odd exception now and 
again, they're right. However, this 
Ultimate PC Gaming Site (no connection 
to us, I can assure you), decided to try 
it out anyway, but as expected, the 
noise which blares out at you is pretty 
poor, and after 30 seconds of what can 
only be described as fairground music, 
you'll surely be reaching for your 
speaker's knob to turn it off. 









Annoying 
| music and out 
of date info 





I was really hoping that the content of 
the site would compensate for the 
presentation, but no such luck. When I 
made my visit here, the last update was 
made in January, which is no good for PC 
games fans needing the latest information. 
The only areas worth visiting are the ‘Midi 
Jukebox; which features various game 
MIDI file downloads, and ‘Cheats! All of 
the others feature information which is 
now far too old. Ii 





The world's your oyster on the Web, and just like oysters, a lot of it is highly polluted 











ІНТІПНПЕ() 


http://www.gamezero.com/ 


ust as Lara Croft attracts games 
ауегѕ to Tomb Raider, no doubt 
he rather large breasted and muscular 
emale at the front page here at Games 
Zero will bring in a few Web surfers in for a 
еек. Delving deeper into this online 
games magazine though, you'll soon come 
о the conclusion that you've been had. 
Very few reviews can be found, and the 


ones which are on offer date back to добом 


eme ате сирате зоол ees Ж 137/едек Hed 
шөз [вели теме [2] Товус ед (Амбу [X Product tewe [À Матиса 





?^sygnosis' WipeoutXL and Activision's 
Hyperblade. Y also visited just before 1998's 





3 computer show, and a link was still 
available covering the 1997 event. Why 
was there no build up to the forthcoming 





show with details on big new titles and 





exhibitors? As well as the Reviews section, 
there are another three areas to visit: 

Articles, Reader Refuse anc 
little text can be found in any of these 


eatures. Very 


areas, and as far as images go... well, 


they're non-existent. 





One feature which could have been 


ood was the scrolling ‘Headlines’ box on 65 of ich are purch 


Team has scoure 
ringing you the s 
о come 





the left of the main page. This though has 


been wasted, and instead of exciting 





news, you are simply told about things Good sites 
such as ‘More Reader Mail’ How boring? A 


very dull and disappointing site that 


require constant 
attention 





needs thinking over again 


Не Edt View Go Расте Нер 
^ $ о од а а ё: 
Back Forward Stop Fetes) Home Seach Favome: 
Addens юр Irem деде con] 
(вели the web [2] Today’ [web Gatey (Ороно [Microso 
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on. Win free games or a 
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Image #5 
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Here's Allen Blum (Duke Nukem Forever) hanging out with more booth babes We must say he 
prefers the dark and troubled ones. The rest of us wanted the cheerleaders 
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Image $6 
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Here's Paul Schuytema (Prey Producer) deep in thought trying to figure out the internal working of 
these cool super balls with LEDs in the middle of them that some booth was giving out 
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Image %7 


Here's Paul giving up and saying “I can see you" Allen Blum in the background thinking “This 
guy's gonna be responsible for Prey. God help ust" 





reasonable content and download times 
certainly make it worth checking out 
A total of eight areas can be visited in 


all, and vary from sections such as Our 





http://www. 3drealms.com/ 


Games, Forums and Live Stuff to Help/Order 30 Realms, the team who brought 


and VR Tour. I was expecting the VR Tour Duke Nukem to life. Large! 


amous for their first-person 

shoot-em-up games such as 
Duke Nukem 3D and Shadow Warrior, 3D 
Realms (plus there are some details on 
Apogee's stuff here as well) have also 
done a pretty good job with their Web 
authoring, It's not the most fabulous site 
on the Web, but the smart design, 


to be pretty smart, but unfortunately I 
didn't get the opportunity to try it out, 
because it wasn't actually available at the 
time of my visit. 1 don't know how long 
it's been under construction, but could it 
be some time until it's up and running 
Fortunately, some areas are being 


worked on, and almost every day you will 


be able to read up on some news, which 


is always found on the main page. The 
Live area is also interesting, with a 
camera that takes a photo every two 
minutes or so. Visitors can also add their 
own captions and a chat area is also open 


for various discussions 


MAY 


VERDICT 


Considering it’s 


a developer's 


site, excellent! 
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TYPHOON SPEAKER SET 


260 Watt Speakers £36 
200 Watt SubWoofer £44 
Total: 280 


ne of the features of the Typhoon range of 
speakers which separates them from any others in 
this month's evaluation is that they're very useful if you're 
short on power sockets! They use a kind of daisy chain 
system which draws from your computer's power supply 
instead of their own. Pretty cool! 

Even though you are able to buy both of the products 
separately, it's really worth getting hold of the SubWoofer 
as well as the 260 watt side speakers. A huge difference 
is evident when turning it off and then turning it back on 
again to hear that cool bass sound. Music is obviously 
improved, but games are also made more atmospheric 
thanks to the under-desk beast! Fortunately you don't 
have to reach down below to change all of the controls 
on the SubWoofer as a handy control box is provided to 
put on top of your desk. This includes both volume 
knobs as well as a headphone socket and mute button. 

I managed to think of just one criticism with this 
product, which is that it was pretty difficult to set up 


- the only assistance provided was a diagram on the 
side of the Woofer box. 


VER | ICT A soundproof room is 


advised for these monsters 


Overall, the sound output from all three speakers 


combined is excellent, they're solidly made and at just 
£80 for the complete set up, you can't go wrong! 


SUNY SPEAKER SET 


SRS-PE71 Desktop Speakers £72 
SRS-PE3UW SubWoofer 
Total: £137 

0990 424 424 


Good quality, 
hen it comes to accomplishment in but very expensive 
electrical products, Sony are generally very 
reliable, and this set up comprising of two single 
side speakers and a SubWoofer helps continue the 
company’s good reputation. 

The two side speakers feature volume and treble 
control plus IBB, which stands for ‘Intelligent 
Bass Boost.’ Although the separate SubWoofer is 
noticeable when you have it turned on, the two 
single desk speakers do very well on their own - 
better than any of the other single side speakers 
in this review. This is thanks to the IBB system 
which is output from a separate speaker on the 
side of each main one. 

Yes, the sound quality is slightly better than 
Typhoon's set up, but it's really worth looking at 
the price difference. Admittedly, Sony are a brand 
that are well recognised when it comes to value 
for money - they really are at the head of the 
pack - but those on tight budgets are urged to 
opt for Typhoon's excellent set up which only 
costs around £80. If however, you've got plenty 
of cash lying around, you certainly won't be 


disappointed with these. They also look pretty 
futuristic, which is always nice. 





MAGIC SPEAKER 
GNTS000 
Samsung 


£73.99 
0181 900 0024 


he most annoying part of the 

GNT5000 set up is that the controls 
for all three speakers are situated on the 
SubWoofer (plus there's a treble knob). When 
you're fiddling around, attempting to get the best 
sound possible, it's nice to have buttons and knobs 
easily accessible, but when they're under your desk, 
it's most irritating. Apart from this, Samsung's 
package fares pretty well. The overall quality 
produced by the combined SubWoofer and two small 
side speakers is very impressive. They're also very user 
friendly and setting up was not a problem, which is 
something that can't be said for Typhoon's offering. a 

It's quite a close contest between the Magic 

Speakers and Typhoon's set, but with the former 
avoiding the use of more power supplies whilst 
including a SubWoofer control box which can be put 
on your desk, Typhoon yet again take the top spot. 
A very close second! 





A bit more thought could've 
given Samsung the edge 





ever before have I seen PC speakers as large 
as these - and if you have limited desk space, 
I would certainly advise opting for a pair a little more 
discreet than the Screanbeat Maxim 250s. 
| Even if you are looking for a couple of monsters to 
a a occupy your desk, there are still a couple of points 
е s x that should be noted. Firstly, if you 
B compare the price to Typhoon's 260 Watt 
set (£36), these seem just a tad too 
expensive. This, along with the cheap 
looking plastic really doesn't help. 

Not all is bad though. As well as being 
able to burst a few eardrums, the quality 
of Screanbeat's speakers is also very good. 
A few buttons and knobs can be found on 
the right speaker for adjusting the surround 
sound, switching between CD and Auxiliary 
and turning on or off the Loudness Bass 
System (LBS). They also feature magnetic 
shielding and are very easy to get up and 
running. Still, the majority of these features 
can be found on most competitors' models, 
so the main points to bring up are: do you 
need really 250 watts, and are you prepared 
to pay £59.99? 


If you think size is everything, 
VER | ICT reach into your pocket! 


SUREANBEAT MAXIM 250 


Price: £59.99 
0181 900 0024 
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As the PC becomes increasingly flash, (ће: quality of racing d 
has never looked so good. With graphics reaching jaw-dropping heights and 
multiplayer gameplay topping addictive, levels, 
г. David Gibbon previews the big racers set to screech into stores during °98. 














ULTIMATE PE | ISSUE NINE | MAY 1998 M 


E "E EA 


t's amazing! What am I talking 

about? Well, PC racing games 
of course! If you think back to the early 
90s, where would you have gone if 
you'd wanted to play a fast, impressive- 
looking racing game? Your only choice 
was to opt for a console. Now though, 
things have changed dramatically. These 
days the PC has become a major force 
where racing games are concerned - 
and this is only the beginning! 


PUBLISHER: Virgin Interactive 
DEVELOPER: Milestone 
RELEASE: September 


otorbike games are mega 

business at the moment, and 
their popularity looks set to grow even 
further during 98. This latest title, 
developed by the same people who 
brought you the brilliant Screamer last 
year, is an officially licensed game of 
the Superbike World Championship. 

Based on the super-fast sport in 

which riders such as Carl Foggerty and 
John Kocinski race the most powerful 
commercially available bikes, Superbike is 





‘During the past few months alone the 
PC has seen a plethora of quality racing 
games. We've had Ultim@te Race Pro, 
Redline Racer and Formula One '97 to 
name just three. And everyone one of 
them has had fabulous gameplay and 
graphics strong enough to knock out 
even the mighty Mike Tyson. 

As chip manufacturers such as Intel 
and AMD launch ever faster processors, 
the speed and power of racing games 


a game you'd expect to be good coming 
from the development team behind last- 
year's blockbuster hit, Screamer. 

Featuring motorbikes from leading 
manufacturers such as Ducati, Honda, Suzuki, 
Kawazaki and Yamaha, the game has 
accessible gameplay for both simulation and 
arcade racing fans. The latter offering a full- 
blown cycle arcade game, while the former is 
a true Superbikes World Championship. 





will not stand still. Expect larger, more 
complex tracks, spectacular vehicles 
that can do just about anything and 
incredible speeds that will make the 
G-force ever more real. 

This year is set to see some real 
stunners that will blow your PC away! 
So with the future of PC racing games 
looking very, very bright indeed, all you 
speed freaks get ready to rocket into 
our previews of the year’s hottest racers. 


Detailed replicas of all twelve 
Championship tracks, including circuits 
from Europe, the US and Japan are 
featured. The incorporation of technical 
data from the manufacturers certainly adds 
to the realism, and all are fully modelled 
using topographical 
and geometric 
information from 
the actual tracks. 
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Graphically, SWC looks set to have it 
all; animated riders and spectacularly 
realistic crashes, allowing players to sit 
back and watch after crashing at 
180mph as their rider hurtles from this 
bike, picks it up off the dirt and blasts 
straight back into action! 

A whole host of options will be 
available to players, such as practice, 
qualify, warm up and race on any of 
the twelve international circuits. 
Elaborate bike customisation allows 
gamers playing in the simulation 
mode to create their dream mean 
machine. Starting from the tyres 
upwards, a special personalised bike 
can be created giving you the chance to 
make a super powerful monster capable 
of winning anything (hopefully!). 

With top gameplay and a promised 
breath-taking sensation of speed, 
Superbikes World Championship could 
well be another hit for Milestone. 


PUBLISHER: Codemasters 
DEVELOPER: Codemasters 
RELEASE: July 


fter the massive success of 

International Rally Championship 

by Europress, rally games on the 
PC look set to become a major genre. And 
Colin McRae Rally from Codemasters is a 
game that is all set to top the genre when 
it's released this summer 

The game enables players to drive 

world famous rally cars at speeds of up 
to 160mph while competing in an 
international rally championship and 
battling against the elements. Developed 
using an advanced engine of the one used 
in the successful TOCA Touring Car, to get 
through the game drivers need to achieve 
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winning times in all 48 stages in eight 

different countries around the world. 
As with Codemasters’ ТОСА Touring 

Car, this game features some stunning 


3D graphics - only these are far superior. 


The cars are modelled superbly, while 
the stages are also visually impressive. 
Terrains such as England's coniferous 
forests, Corsican mountainside roads 
and Sweden's icy snowscapes look jaw- 
droppingly gorgeous - though the speed 
of this thing won't give you much time 
to sit back and admire the graphics! 

The game features a wide selection of 
four and two-wheeled cars, all created with 
up to 450 polygons. But the most 











important bit is the rather lovely looking 
damage to the cars! Like Destruction Derby, 
the graphics engine of this fully illustrates 
any damage inflicted. So if a front end 
goes, the front end really does go! 

"So who is this Colin McRae?" some 
of you may be-asking. He's actually one 
of Britain's up-and-coming rally drivers. 
At the age of 29, he has been in the 
sport nine for years and is currently the 
UK's Network Q RAC Rally Champion. And 
if that's not enough, he was World Rally 
Champion in 1995 - the first British 
driver to win in 17 years. How about 
that for a good pedigree? 

But it's not just his name that's lent 
a hand. The guy himself has helped out 
as a consultant during the development 
of the game, ensuring the engine fully 
replicates the handling of rally cars, 
complete with all the bumps, crashes 
and spins that go with it. And on top of 
that, his voice is behind the commentary 
too. With so much going for it, Colin 
McRae Rally's chances of topping the 
charts is a near certainty. 








PUBLISHER: Europress 
DEVELOPER: Speedworks 
RELEASE: September 


ipeout was a futuristic game 

of great proportions. Although 
very difficult to master, it proved to be 
hugely popular as the speed and the 
fact you floated on air gripped games 
buyers the world over. 

This forthcoming release, developed 
by 3D specialists Speedworks, plays 
along similar lines but has much more 
to it than that. Unlike just about ever 
other racer, there are no pre-rendered 
images to be found here. Everything is 
done in real-time throughout the game. 


єў 








Players are not restricted and have 
complete freedom of movement as the 
game hurtles you on a white-knuckle 
ride through its eight different worlds. 

These colony worlds have been 
scorched by a bitter civil war. Fearful 
of another, the leaders devise a high- 
speed racing tournament in the hope 
of coming to some sort of settlement. 
As a player you can work your way up 
through the ranks of Challengers and 
Champions, before finally going head- 
to-head with Athena, the undefeated 
and undisputed Inter-Galactic Champion 
from Olympus. 

The eight worlds range from the 
lush prehistoric rain forests of Triaz 
and the submerged depths of Ulbe to 
the industrial wastelands of Edoba and 
the volcanic deserts of Venus. Each 
world has its own ‘home’ track littered 
with a mind-blowing array-of bends, 
twists, corkscrews, loops, tunnels, 
chicanes, forks and jumps. 

Following each race, players are 
awarded with prize money depending 
on where they were placed and the 
cash they already have invested in the 
tournament. You can also collect 
bounties for running off rival pilots 
and players can use all their surplus 
cash to upgrade their Interceptor's 
(their vehicle) engines, tyres and 
weaponry. These include lasers, 
missiles, plasma guns, shields, flares, 
mines and much, much more. 

XLR8 features some excellent 
graphics. The vehicles look very 
impressive and the backdrops, such as 





sparkling waterfalls, surging seas and 
boiling volcanoes, are extremely well 
done. If the promise of brilliant 
gameplay and blistering speed comes 
good, XLR8 will have gamers everywhere 
queuing up to get in on the action. 


PUBLISHER: Electronic Arts 
DEVELOPER: Accolade 
RELEASE: August 


on't be fooled - you're not 

seeing double! Although this 
is called Redline, don't confuse it with 
Ubi Soft's Redline Racer. This is an 
entirely different game! 

Unlike the other games in this 
round-up, Redline is less of a racer 
and more automated gang warfare. 
Featuring crazy combat action in over 
ten vehicles, as well as on foot, and in 
fully destructible environments, this game 
allows for some serious mass explosions. 

After choosing your alliance, you get 
to wage a one-man war on rival gangs 
or enter the battle with up to 16 players 
via LAN or the Internet. Then it's off to 
war using fully customisable vehicles 
which require the implementation of 
proper weaponry and technology. 

As the game progresses, you get to 
develop your character further. As you 
win battles and conquer objectives, 
you gain experience, attributes and 
bigger and badder weaponry. And 
once you've got the respect of your 
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peers, they move you up in rank with 
a promotion. 

The graphics make use of a brand 
new engine, developed purely to serve 
the rather impressive looking visuals 
in the game. Huge levels are featured 
throughout, and intense 'close quarters' 
battles and fully destructible buildings 
are just some of the joys Redline has 
to behold. 

Redline could be described as the 
next step up from Grand Theft Auto in 
many respects. But while it's true this 
has gang warfare, there's no sign of 
drugs and, unlike GTA, this also includes 
fully 3D graphics. 

Redline is looking really smart so far. 
If it lives up to expectations, this could 
be a winner. 


NEWMAN-HAAS 
RACING 

PUBLISHER: Psygnosis 
DEVELOPER: Studio 33 

RELEASE: September 

M— 


4 


|: | sygnosis may have been around 
for a few years now, but there's 
never been any shortage of blockbuster 
hits waiting to be published by the 
Liverpool firm. Wipeout, Destruction Derby 
and F1 are just some of the exceptional 
product that has wheeled its way onto 
the shelves from this prolific publisher. 





Newman-Haas Racing is their next 
big name racing game, and it has the 
full backing of the Newman-Haas 
Indy Racing team. It features eleven 
licensed oval and street tracks, among 
them Laguna Beach, Surfer's Paradise 
and Firebird - an apparently famous 
test track. In addition four fictional 
tracks are included, which only 
become available as the player gets 
further into the game. 

Newman-Haas Racing is crawling 
with driving talent, including names 
such as Mark Blundell, Michael Andretti 
and Christian Fittipaldi. You can also 
examine each driver's racing history and 
achievements, just so you can make 
sure you're not picking a duff one! 

The game, which can be networked 
for up to eight players, has some 
visually stunning FMV sequences. To 
get into a race, you can select 
between challenge and championship 
mode. While the former offers a 
single race, the latter puts you into 
the real action. You start off on the 
easiest level with no crashes, no 
damage and at the front of the grid. 
But as you move up higher on the 
Indy Car hierarchy, you take full 
control of everything, watching your 
fuel consumption, taking care of pit 
stops and more. 

Played using an in-your-face, in-car 
viewpoint, you also get a number of 
chase cameras, TV replays and cameras 
for rolling starts, pit stops, crashes 
and rear view mirrors. The sound 
effects offer something really special. 
Once a race is underway you get to 
hear real engine sounds digitised from 
a Newman-Haas Indy car. As well as 
the normal ‘vrrooom’, you also hear 
such delights as screeches, crashes 
and smashes to boot! 

Talking of crashes, the realistically 
modelled cars provide full dynamic 
smashes with spinning, flipping, car- 
crunching, wheel-losing realism. And 
each time your car is hit, you actually 
see it crumple. 

Complete with some excellent 
artificial intelligence and more, 
Newman-Haas Racing looks likely to 
be another chart-topper for the 
Liverpool hit-makers. 








GRAND PRIX 
LEGENDS 
PUBLISHER: Sierra 


DEVELOPER: Papyrus 
RELEASE: September 





м 

he, __ rand Prix Legends is a game 
= 77 that takes you all the way 
back to 1967, to the days just before 
corporate sponsorship and high-tech 
aerodynamics invaded Grand Prix racing. 
(Yes, such a time really did exist!) 

Offering real racing, no chicanery, 
plenty of high-speed corners and 
drivers who enjoy risking their lives in 
the pursuit of victory, GPL is a real 
grassroots Formula One game. 

You'll find all the actual teams, 
drivers and cars from the 1967 season 
here (such as the world-beating Lotus 
49). It's a time when safety was non- 





Newman-Haas is a family affair of Italian lore, with the Andretti's teaming up with Newman and Fittipaldi to give the player all the thrills of Indy Car racing — no sign of Newman's famous pasta sauce though! 
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existent and crashes more horrific than 
anything seen today. If you want to be 
put up against the greatest and most 
dangerous race tracks of all time, GPL 
has them all! 

The whole game is based around an 
entirely new 3D graphics engine, 
developed by David Kaemmer - co- 
founder of development team Papyrus. 
He says his objective was to "put a car 
inside a computer," and he believes that's 
exactly what he's done. 

Highlighted by extremely accurate 
suspension and tyre modelling (including 
wheel spin and locking brakes), the 3D. 
model cars are set to provide an authentic 
simulated driving experience. 

Complete with tracks from around 
the world and famous cars from '67, 
racing in the game gives you a real 
feeling of nostalgia. But don't let that 
sepia-tinted feeling effect your 
judgment, because the hair-pins and 





Later this year, Richard ‘Rocket Man‘ 
Brown and his team, known as Project 
Maximum Impulse, are set to attempt the 
land speed record - and it’s being backed 
with the support of Europress and their 
forthcoming PC bike racing game, XLR8. 

| Richard Brown, from High Wycombe, 
Buckinghamshire, will try to take the first 
ever rocket-powered two-wheel vehicle to 

_ speeds of up to 500 miles per hour іп a 
bid to beat the current record set in 1991 
by American, Dave Camposs. 

Camposs achieved an average speed of 

322mph, but now the 33-year-old Rocket 


Man believes he can blast past the existing . 


record by at least 100mph on the 4.2 mile 
track at Pendline Beach, South Wales — 
which, incidentally, hasn't been used for a 
land speed record attempt for 70 years, 


corners are just as tight as modern 
tracks. In fact, some are actually more 
dangerous! These cars can be launched 
into the air, vault barriers and tumble 
down hillsides. 

With all the current Formula One 
games focusing on more modern cars, 
it's great to see a game that allows 
players to experience what racing was 
like in the early days. But whether the 
gameplay can live up to current hits. 
remains to be seen. 


SPORTS САВ 
RACING 


PUBLISHER: Virgin Interactive 
DEVELOPER: 151 
RELEASE: October 


ased on professional Sports Car 
racing - which has a huge 
following worldwide - this game claims 
to offer all the thrills and spills of real 
dream-car racing. 

All of the cars in the game have 
been authentically re-created, and 
include the Porsche 911, BMW M3, 
Ford Salen Mustang, Panoz Esperante 
GTI and the fastest production sports 
car on Earth, the McClaren F1. 

As Virgin are current sponsors of the 
Exxon Supreme GT racing series, they've 





Rocket Man's vehicle, which 
accelerates from standstill to 500 mph in 
just ten seconds, is expected to break 
British records during tests in the next 
couple of months as its three hybrid 
rockets combine to deliver 6000 
horsepower - the same acceleration as 
nine Formula One cars, and remember, 
this is on just two metal wheels! 

The 26ft long bike will then be 
taken to shows during the summer 
before the record attempt is made in 
either September or October when 
weather and tides are expected to be at 
their best. The Rocket Man, Richard 
Brown, commented: “I have a passion 
and interest for rocket engines and an 
equal love for land speed records. My 


wife is less keen, but she realises its 


had the opportunity to work closely 
with the actual Sports Car racing 
teams and circuits. And this is 
more than evident when you take 
_ а closer look at the product. Each 
track has been carefully rendered in 
3D and designed to the specifications 
of its real-life counterpart. Utilising 
advanced driving simulations created for 
the auto industry, the game will also. 
feature aerodynamically correct replicas 
of all the dream car models, so players 
who've always dreamed of owning one 
of these flashy numbers should get to 
feel what it's like to command a set of 
world class wheels. At least, that's what 
we hope! 

True to the Sports Car Supreme GT 
Championship series, the game lets the 
player jump into the car of their choice 
and put it through rigorous sprints and 
painful endurance events where smart 
driving is more important than raw 
speed. And to help give the game more 
realism, Sports Car has been developed 
to be visually reminiscent of 90's 
television racing coverage. The video, 
camera positions and racing itself 
borrows heavily from the dynamic, 
lightning fast techniques and styles 
now seen on TV sports coverage. 

The graphics are looking awesome, 
and tracks themselves are very 
impressive, featuring trackside detail of 
the highest order. The varying surface 
physics (pavement, dirt, grass, etc.) 
and the exciting gameplay is certain to 
attract both fans of the sport and 
racing freaks alike. 

Combining bone-crunching, metal- 
twisting crashes and some very nice 
looking special effects, including the 
more usual weather and day and night 
driving, this officially endorsed racing 
sim could well do the business. Watch 
this space! © 


and knows it's something I want to do." 

Europress are delighted to be 
sponsoring the project, as product 
manager Mark Blewitt explains: “Rocket 
Man has the determination and skill to 
ensure our sponsorship is not a gamble. 
It's an exciting way of raising the profile 
of our new bike racing game, XLR8.” 
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Publisher: Electronic Arts 
Developer: EA Sports 
Seeding: First 


| ith the weight of the 
official FIFA World Cup 
license behind it, EA Sports’ 
World Cup '98 looks destined to 
be a huge hit this summer and is 
odds-on favourite to triumph over 
its challengers. With all the real 
teams, players and stadiums that will 
be featured in this year's footballing 
showcase, it's sure to prove popular 
with football fans who like that 








as ones for Scotland and 
Germany) Three Lions can 
boast the full endorsement of 
the English FA, which has 
_. allowed the developers the 
opportunity to use the 
famous emblem (although not 
ја the Lightning Seeds song 
unfortunately) and all the real 
player names. To give the game 
an even greater air of 


authenticity, as with Actua 
% Soccer 2, all the players 
faces have been mapped 


onto the 3D models giving 
them the distinct look of their real- 
life counterparts. 

On the playing side of things, 
Three Lions fields the usual range of 
moves and shows signs of enormous 
potential. We've only seen an early 
code, but it promises to play a fast 
flowing game of football - the 

kind we like! 









authentic feel. Commentary from 
illustrious footballing figures such as 
Gary Lineker and Chris Waddle should 
all add to the game's atmosphere. 

On the playing side of things, 
World Cup '98 shouldn't disappoint 
either. Although the game engine is 
essentially the same as that seen in 
FIFA: Road to the World Cup, a lot of 
necessary tweaks and refinements 
have been made that promise to 
elevate it above its contemporaries. 
These include far better goalkeeper 
AI, more challenging computer 
opposition and smoother, more 
responsive control. 


Official World Cup 
license, plenty of style with fast, 
responsive gameplay 


Lots of tweaks and 
improvements over FIFA: Road to 
the World Cup, but the basic match 
engine is much the same Ш 


Three Lions boasts two new 
features which should stand it aside 
from its competitors. First, in a 
brave break away from the growing 
norm, there's no commentary. 
Instead players will be able to listen 
to the calls of their team-mates as 
they run around the pitch yelling for 
the ball. Secondly, rather than auto- 
targeting shots, players will have to 
actually aim where they want the 
ball to go with the aid of a target 
cross-hair which appears when 
players shoot. 


Backing of the English FA, 
photo-mapped player faces for an 
authentic look, fast and stylish football 


The introduction of 
'team talk' sounds good, but the 
lack of any commentary could 
backfire on the game Ш 
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Publisher: Таке 2 Interactive 
Developer: Z-Axis 
Seeding: Second 


Д With FIFA: Road to the 
World Cup still riding high 
in the charts, EA's World Cup '98 is 
undoubtedly going to be the game 
to beat come June. Of all the 
challengers that are starting to gear 
up for the showdown, Take 2 
Interactive's Three Lions looks to be 
mounting the strongest opposition. 
As the official England team game 
(there'll be other native versions such 


«- With the World Cup Finals nearing kick off, we round up 
some of the favourites to be picking up silverware this summer. 


Publisher: Virgin 
Developer: Virgin 
Seeding: Equal Fourth | 


irgin's last attempt at 

breaking in to the soccer 
market was the woeful 4-4-2, but 
thankfully VIVA Soccer is looking 
leagues apart from this. VIVA Soccer's 
unique selling point is the complete 
control it gives players over where 
they play the ball. Unlike other 





soccer games, where players have 
little control over the weight of a 
pass or lob, VIVA allows them greater 
control over distance and direction 
enabling balls to be played in to 
space far more effectively. 

VIVA Soccer's not due until 
September so we've only seen very 
early code, but we're already tipping 
this one to score quite a success. 


( New passing system which 
gives players much more control 


Out after the World Cup, 
so it'll miss out on all the hype 8 


















development team, 
Shen, for the project 
and the fruits of 
their labour is 
shaping into a very 
tasty looking title. The 

game boasts 210 different club 
and national teams with gamers 
able to lead any of them through 
numerous tournament and leagues. 
Although we're yet to see anything 
more on the game than screenshots, 
we've been assured the gameplay is 
much smoother and more fluid than 
the original. 


1 Loads of moves and plenty 
of teams to choose from 


The original wasn't 


that great 1 











Publisher: GT Interactive 
Developer: Sensible Software 
Seeding: Third 


t's long overdue, but the latest 

edition to the ever-popular 
Sensible Soccer series finally looks set to 
arrive over the next couple of months. 
An official release date has yet to be 
confirmed, but you can bet they won't be 
leaving it until after the World Cup! 
Details as to the exact content are 
a little sketchy, but it 

seems that this 


Publisher: Eidos 
Developer: Silicon Dreams 
Seeding: Equal Fourth 


ilicon Dreams and 
Eidos are two more 
companies attempting to 
attract football fans over the 
World Cup season with their 
own new footy game titled 
World League Soccer ‘98. 

Although not carrying any official 
license or created especially for this 
year's big event, from what we've 
already seen, the game could well 
have the edge over other games 
released over the same period. On the 
presentation front the game looks to 
be coming along quite nicely, with 
some great animation and 
commentary from Channel 4's 
Ray Wilkins and Peter 
Brackley (the Italian 
footy matches on 
Sundays if you were 
wondering). From what we've 
seen, the gameplay also has a lot 
of potential and plenty of smart 


special World Cup edition will sport 
various customisable cup and league 
options. The game itself will retain the 
top-down view that endeared itself to 
fans of the original titles and promises to 
be just as fast, exciting and wonderfully 
simple to play as its earlier incarnations. 


It's Sensible Soccer! 


It's been delayed a 
long time & 


Publisher: Psygnosis 
Developer: Shen 
Seeding: Fifth 


n all-out arcade soccer title, 
Adidas Power Soccer '98 is 
more than just an update of 
its predecessor, it's a 
completely new ball 
game. Psygnosis 
have used a new 



















touches have been included, aiming to 
separate it from the many rivals. Still, 
we'll have to wait for the full version 
to arrive to make proper judgement. 


Oozes style, great 
presentation, intuitive gameplay 


and smart graphics 


Can't think of any! I 


FEAture 








These 30 shots of Sensi are 
from the highlights 











Looks like this character has been modelled on Attila Lombardo 
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Released in 1989, the 
original M1 Tank Platoon 
established itself as one 
of the best simulations of 
its time, going on to 
become one of the best- 
selling games of its genre. 
It did this despite the fact 
that the M1 tank had yet 
to prove itself in combat. 
This was soon rectified 
with the Gulf War, where 
it was employed with 
devastating effect against 
the Iraqi army. 


Ша шие кш ТШ ШЕЛ 


1 Tank Platoon 2 from 

Microprose is a remarkably 
detailed simulation of the modern 
battlefield, and gives you a genuine 
feel for the way a land war is fought. 


' From the viewpoint of a platoon 


commander responsible for four M1A2 
Abrams main battle tanks, you control 
your troops and their support units in 
a Series of engagements in campaigns 
based on the real world. From North 
Africa to the Far East, Poland to 
Moldavia, and an all-too-likely re-run 
of the Gulf War, the campaign 
scenarios accurately reflect the 
tactical doctrines of the enemy forces, 


| and will test your skills to the limit. 


АЦ the world'simain battlefield 
vehicles are represented in very 


[ш M ad ІШ (ШШЕ, 


accurate 3D models, They are all fully 
animated and move through highly 
detailed, fully texture mapped 3D 
terrain. The systems and weaponry of 
the Abrams tank itself are also 
accurately modelled, and you can get 
to grips with them from either the 
gunner's or commander's positions, ог | 
take control of the 12.7mm AA gun on 
the top of the turret. у 
Tactical map screens allow you to 
take an overall view of the battlefield 
and direct your tanks, infantry units 
and air or artillery support as you see 
fit. The use of waypoints anda well 
designed control interface allows you to 
exert a high degree of control over your | 
troops, and а 3D camera view allows 
you to look at each of them in turn. 
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The М1А2 Abrams main battle tank featured in Microprose's Tank Platoon 2 is 
powered by a 1500 HP gas turbine engine. With its crew of four, it has a 
cruising range of around 500 KM with a top speed of 72 KPH. The tank's main 
armament is a 120mm smooth bore cannon and it is also equipped with 
several machine guns and a smoke grenade-launcher. Tt has day and night fire 
capabilities thanks to a laser range finder and thermal imaging night sight. 
The tank's fuel and ammunition are compartmentalised to improve the chances 
of survivability should the tank be hit. With Chobham armour complimenting 
its armament, the M1 is regarded by many as the best modern day tank. 


The picture does not 
necessarily represent the 
actual prize on offer. The 
actual prize may differ 
from the one shown here. 
The actual specifications 
of the PC are Р200ММХ, 
32MB RAM, 12X CD ROM 
Drive, 2GB Hard Drive, 
15” Monitor, Speakers, 
Keyboard, Mouse and 
Windows ‘95 


One of the great things about M1 Tank Platoon 2 is that you don't need a monster PC to run it. However, we all like to have the very best, 

and that’s why we’ve teamed up with Microprose to give away a Pentium II P266MMX machine with a free copy of Mi Tank Platoon 2. All 

you have to do to be in with a chance of winning this machine is answer the questions below and send them in to: 1. Employees of Rapide 
M1 Tank 2 Competition, Шїтїмлтє PC, Rapide Publishing, 1 Roman Court, 48 New North Road, Exeter, EX4 ФЕР. Publishing are not allowed 


Q) What type of armour has the M1 tank got? 


Q) How many crew members does the M1 have? 


Q) What year was the original M1 Tank Platoon released? 





to enter 

2. Entries must be 
postmarked no later than 
31st May 

3. Multiple entries are 
forbidden - so don't waste 
your money on the postage! 
4. The editor's decision 

is final 


Зои Топ 
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efore we get into conquering 

the game itself, it's important 
to remember that Arthur will prevent 
you approaching characters unless you 
are wearing a guise. You will also be 
prevented from doing so if you are in 
the guise of the character you are 
trying to speak with. This does not 
apply to the beggar however. 

When you first visit a location it will 

have been decimated by unknown forces 
- your task is to find a time code hidden 


in each. Once this is done, Gage is sent 
back to each of the time zones several 
days before the destruction to unravel 
the puzzles. 

Of course, the tricky part is actually 


achieving these objectives, which is where 
our guide comes in. We'll be looking at all 


the zones both after the destruction and 


before in order to bring you the answer to 


the puzzles. Some of the sections will 
overlap, but our guide will tell you where 
to get the items and meet the people to 
progress through each stage. 


make your way through the game. There are 
always other options available to you on your 
travels, but these do not aid your progress. 





Solution [ki 


Our guide will show you the ideal way to 











Atlantis 





After the destruction: 


* Island 

Follow the island path to an 
intersection. Here you will find Agent 
3's empty suit and Arthur now re- 
introduces himself. Arthur is your 
artificial intelligence unit and he will 
provide you with observations and 
historical background information 
throughout the game. 


Arthur plays Agent 3's message and 
you discover that she is ready to surrender. 

She describes witnessing an event that 
she feels needs to be exposed and she has 
positioned pieces of her time code here 
and also at two other locations. 

Arthur transfers to your suit, and 
you should follow the path to the sea. 
Here you spot Dr. Elliot Sinclair, the 
man who made time travel possible, 
leaving the island in a small boat. 

Next find and collect the rope ladder 
and then follow the path that leads 
back to the broken windmill. 


• Damaged Windmill 
At the windmill you find that the first 









steps are missing, so you cannot reach 
the lowest of the intact stairs. 

Use the rope ladder to bridge the 
gap and climb up to the safe stair, 
although the stair will collapse and 
you'll lose the ladder as you move up. 
Keep going until you get to the gear 
room and use the ladder here to get 
onto the windmill's roof. 

You'll find Agent 3's time code 
written on the windmill. Get Arthur to 
record this after you've clicked to zoom. 

Once you've done this you'll witness 
the destruction of the temple then 
transport out to null-time node. 


Why are our alien allies attacking Н Dorado? 
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* Windmill 
You begin at the top of an intact 
windmill. Head back down into the gear 
room. The windmill keeper is here, so 
you can't climb down without being 
spotted. Out of the window you can see 
a still windmill blade. Pull the lever in 
the floor, which moves the gears. 

However, it's not working properly, 
so you'll need to use the gear you can 
find on the floor to repair it. Simply 
open the panel in the floor and insert 
the gear back in the mechanism. 

Now when you pull the lever it will 
start the blades moving. Use the brake 


to get the sail in line with the window. 


Now walk out onto it and then turn 
and release the brake when you move 
over the wall below. You can now drop 
down onto it. 


• The Wall and Ship 

First of all walk along the wall and 
jump down onto the back end of the 
crane arm that you come across. Then 
climb down the crane's structure and 
into the docks. When you explore the 
docks you'll pass a blind beggar as you 
round a corner. 

Talk to this beggar as yourself. The 
beggar will begin the conversation by 
saying, "looks like nasty weather" even 
though it is a bright day. Use the 
common response and the beggar will 
ask for money. You have none and the 
conversation ends. Now copy the 
beggar's image. 

Next you'll have to climb back onto 
the crane and down its arm to get onto 
the ship's deck. Find and take the silk 
scarf and the gaff to use in Shangri-la. 

Now go up to the captain and offer 
him a generic greeting. Ask the captain 
for some coins and he will give them to 
you even though he was expecting 
someone else. 

Now copy the captain's image. 

Leave the ship using the crane and 
head for the ferry. 


• The ferry and lock 
Use the captain disguise to get on the 
ferry. Copy the ferryman's image. 


When the ferryman asks for money 
give him the coins you got from the 
captain to go to the upper temple. 

As you are travelling the ferryman 
will tell you about a festival. He will 
also tell you about your capture and 
what he knows about the Underground. 
You then arrive at the lock which allows 
you to move between the merchant 
district and the inner temple bay. 

There is a guard here so first copy 
the guard's image. Still disguised as the 
captain, ask for permission to enter the 
temple. He will refuse you entry because 
you are not a natural Atlantian - 
denoted by the gold temple medallion 
they wear around their necks. 

Ask the guard about deliveries and he 
will tell you that the oil vendor and the 
potter are there today. This will make oil 
vendor and potter new destinations. 

Now return to the ferry and ask the 
ferryman to take you to the potter's shop. 


+ The Potter’s Shop and the Olive Oil Shop 
Once in the shop talk to the potter, but 
do not do so as the oil vendor. You 
discover that the potter cannot go to 
the festival because his sister won't 





watch the shop for him. Copy the 
potter's image. 

Now take a chunk from the block of 
clay in the shop, then take the pitchers 
and the bowl. Once you have these head 
to the olive oil shop. 

Talk to the oil vendor as the captain or 
the ferryman. He tells you about the 
festivals and the religion of the citizens of 
Atlanta. The concept of their religion 
begins with the Earth Mother. She has two 
children, which are the sun and moon. The 
two are in dispute because they each see 
her life-giving power as their birthright. 
The source of this power is secured deep 
below the Earth's surface. Every now and 
then the Earth Mother reveals the source 
of her power and this causes her children 
to come to Earth to battle for it. 

If the Earth Mother retains her 
power after the battles she refills the 
temple's pool of life with healing water 
for the children of Atlantis. 

The festival is a celebration that 
actually lives in fear of the terrible 
apocalypse. Tomorrow is the day of the 
battle, which will decide the Earth's fate. 

There is also a top Atlantian beauty 
in the shop who you discover is the 








The remains of the Tibetan mountain stronghold of Shangri-la after it has been devastated by an alien attack. You must find a clue here to the whereabouts of the suspected traitor Agent 3 
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vendor's sister and she has to fill every 
pot in the room for tonight's feast, plus 
her brother wants her to keep an eye on 
his pots. 

Now copy the oil vendor's image. 
Then press the clay from the pitcher's 
shop into the stamp of the Royal Temple 
on one of the huge vases in the shop. 

Fill the pitcher from the pitcher's shop 
with olive oil - to use in Shangri-la. 

Once you have completed these 
tasks return to the potter's shop. 

The next step is to talk to the potter 
as the oil vendor. The potter asks you 
about your work and you should tell him 
you're done with it. He now asks you to 
watch his pots for him. Agree. 

Once the potter has gone use his kiln 
to fire the clay medallion. Lay the Gold 
Leaf from El Dorado on the clay seal. 
Now close the kiln, turn the Lazy Susan, 
then re-open and remove the medallion. 

Next take the ferry to the Temple Lock. 





• The Temple Lock and Upper Temple 
Show your new medallion to the guard as 
the potter or oil vendor. The guard will 





In Atlantis before the destruction, this attractive woman is the olive oil merchant. Be nice to her 





now permit you to pass and will fill the 
lock. The ferryman pulls up to a dock at 
the Upper Temple, which you enter. 

Walk up to the shrine and fill your 
pitcher with the healing water in the 
basin, which will be used in for use in 
Shangri-la. Water enters the basin by 
pulling the valve chain on the reservoir. 
After using the gaff to close the water 
inlet cover. 

Once you have done this use the 
ferry to return to the windmill 


+ Back at the Windmill and the Docks 

You meet the Windmill Keeper at the 
base of the windmill in his living area. 
Go as the captain and the Keeper will 





' greet you with the usual "looks like 


nasty weather” comment. Respond 
naturally to this and the Keeper acts 
startled. It’s actually an Atlantian 
password, which will now be added to 
your list of greetings by Arthur. 

Once this is done return to the docks 
in the ferry. Once you meet the captain 
as the beggar use the “Looks like nasty 
weather” comment, to which he will 
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reply “yes, it may even rain.” You have 
now discovered the second half of code. 
The captain then apologises for not 
meeting you on the docks. Tell him to 
meet you when he’s released and end 
the conversation. 

Now exit the ship and go and see the 
beggar on the docks as the captain. As 
expected the beggar greets you with the 
“Looks like nasty weather” comment, to 
which you can now reply “Yes, it may 
even rain.” 

The beggar then says he’s glad 
you've got off the ship and provides you 
with information on the Underground. 
He then tells you to see the windmill 
keeper for more information and says 
you should say to the keeper that “it’s 
going to be a long winter.” 

Once you have the information from 
the beggar return to the docks and take 
his alms bowl, which will come in handy 
in Shangri-la. 

Next return once again to the windmill 
and talk to the keeper as the captain. 

This time use the new response 
when he greets you with the usual 
comment. He now tells you the beggar 
is an ex-Templar and leads the 
Underground. Apparently he questioned 
the Templars’ beliefs and, as a result, 
was blinded and expelled from the 
temple. However, his Templar colleague, 
Saros (Dr. Elliot Sinclair), wishes to 
escape and he'll permit access to the 
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Some of the sights to see whilst 
оп holiday in sunny Atlantis 
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artifact to the beggar for help to do so. 

He also tells of a secret passage from 
the windmill to the Temple through a 
drainage channel from the inner temple 
which passes below this windmill. 

The rescue will take place on the 
last day of the festival when the water 
clock's run-off is redirected to raise the 
artifact up to the upper temple on a 
column of water. The artifact is then 
given magical powers by the sea water. 

The beggar will go in and rescue 
Saros and get the artifact during this 





event through a channel the 
Underground has dug. As the captain 
you will pilot the escape ship 

The keeper then goes upstairs to 
work on sail repairs. Now open a chest 
in the room and get the diagram of the 
secret passage from inside. Explore the 
lower windmill area and you will 
discover a loose flagstone. One end of a 
rope is tied to a metal loop sticking out 
of the flagstone. The loose end of the 
rope is looped through a winch hanging 
above the flagstone. 

There is a second metal loop on the 
nearby windmill shaft, just above the 
brake mechanism. 

The first thing to do is tie the 
second end of rope to the metal loop 
on the shaft, then release the brake 
lever. The windmill shaft will now pull 
up the rope, which lifts the flagstone 
to uncover a set of steps down into a 
pit. A hole has been made in a massive 
water drain at the bottom of the pit. 
However, you cannot enter the drain 
because of the water surging through 
the pipe 

The next step is to return to the 
Upper Temple. 


• The Upper Temple and Windmill 
Once there, follow a path to the centre 
of the temple, where you'll find a pit. 
Here use the gaff to hook the edge of 
the water inlet cover and close it. Now 
return to the windmill, where you will 
discover that the water has stopped 
flowing out of the pipe in the pit below 
the windmill 

Now climb down into the pipe and 
follow it to the Inner Temple 


• The Inner Temple 

Once inside you will find the artifact 
suspended beyond your reach on a 
huge structure. Saros is also here, so 
copy his image. 

Then talk to him as the beggar and 
he'll ask why you're early. Tell him 
everything is running according to 
schedule and then take the Sun Medallion 
he offers you after he has informed you he 
is going to complete your initiation and 
the artifact will decide if you are worthy. 

Saros then exits through the secret 
passage and you can approach the face 
of the astral clock, which shows the time 
by the positions of the sun and moon. It 
indicates an eclipse the next day. 





The old blind beggar provides you with your first hologramatic disguise in the city of Atlantis. Use his image to talk to the ship captain 
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Try to spin the crank, even though it 


` will do nothing. Insert the Sun 


Medallion you've just been given in 
place of the missing gear and use the 
controls to advance the calendar to the 
eclipse. This causes a mechanical sound 
but does not start the device. 

Now go back to the Upper Temple 
and open the water sluice. This causes 
the water to fill the reservoir at the 
centre of the shaft. 

The artifact is now presented to you. 
Take it from the water to be transported 
back to the Temporal Security Agency. 


ZONE TWO 


Н Dorado 
Location 
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After the destruction: 


• The Well and Farm 

Once you arrive in this zone you find 
yourself at the bottom of an empty 
well, where you see a closed sluice 
gate that appears to be controlled by 
a gear mechanism. 

Your first task is to remove the rock 
obstruction from the gate and then you 
can use the well control to open the 
influx gate, which fills with water. You 
are then taken to the top of the well by 
a bucket that Gage grabs as the well 
fills with water. 

Once you are out of the well you find 
yourself on scorched farmland. Take the 
path that leads to the damaged air 
balloon. Once here you discover you 





cannot pull the balloon down by hand, so 
you need to return to the well and collect 
the winch handle. Then pick up the 
basket from the path leading to the farm. 
Use the winch handle to bring the 
balloon down and then attach the 
basket to the balloon. Now use the 
mooring hook to get hold of the other 
balloon found at the landing site. This 
one is in perfect working order... 
Finally log the time code just as you 
witness the alien craft's attack and you 
will be automatically transported to 
null-time node. 





Before the destruction: 


• The Farm 

Now that the farm is as it was before 
the destruction you will see a boy 
sleeping behind the well. First copy the 
image of the boy. 

There is also a farmer present, so 
copy his image also, then speak with the 
farmer as the boy. He tells you off for 
not completing your work and asks if you 
were sleeping or if you had gone to hear 
the shaman’s stories again. This is a clue 
for later, when you visit the shaman, to 
always approach him as the boy. 

Next get in the balloon and use it to 
go along the rope rails until you arrive 
at the Central Plateau Landing. 





• The Central Plateau and the Population 
Centre Landing 

Once you have landed use the image of 
the boy and go to the large temple. 
Climb its stairs, where you will see the 


scribe. Copy his image and then speak 
to him. He tells you about the aviary 
and the shaman. He is also busy adding 
gold leaf to the pictures on the walls of 
the temple, so take a piece of gold leaf 
from his basket. As described earlier, 
this is then used when you make the 
Gold Medallion in Atlantis. Now go back 
down the stairs from the temple and 
head for the Population Centre Landing. 

Once there use the image of the 
scribe and speak with the aviator 
warrior guarding the path to the aviary, 
which is a religious building. 

He will tell you no one can see the 
shaman because he has predicted that 
the city will be attacked by an old 
enemy and so needs to prepare for a 
great ceremony. 

Now copy the image of the warrior 
and go into the nearby bushes were a 
mooring rope for a balloon is hidden. 
Use the garden knife from Shangri-la to 
set the balloon free by cutting the 
mooring rope. 

The warrior will now chase the 
balloon and, using the image of the 
boy, you can enter the aviary. 


• The Aviary 
This is the holy building and home to the 
Shaman, his warriors and their balloons. 
As soon as you enter the building 
your way is blocked by a warrior 
leader. Still disguised as the boy, you 
attempt to walk by him to find the 
shaman. He will try to stop you, but 
as luck would have it the shaman will 
appear and be delighted to see you. 
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He will then tell you one of the myths 
of the people when you question him 
about the great story. 

He describes the tale of the two 
brothers who will one day return to 
battle over the city. They are fighting 
over a powerful relic left behind by the 
teacher, their father. The shamen were 
instructed by the teacher to protect the 
relic from the brothers using the powers 
of the Four Element Lords. 

The main help you get from the 
story is the clue to use the Air Element. 

The shaman also says that the boy 
is part of the prophecy and that you 
have an important destiny to fulfil. 
Apparently you are the young man in 
the Great Story who will rescue the relic 
from the clutches of the battle. 

He also tells you that the Flint 
Talisman he gave you is vital. The 
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shaman then leaves and the Aviator 
Warrior halts any progress you attempt 
to make to the private areas of the 
Aviary, no matter what image you use. 

The next task is to get the Flint 
Talisman from the boy, so copy the 
image of the shaman. 

Outside there is a balloon that has 
a heating system that is somewhat 
different from the ferry's balloon. A 
wedge-shaped indentation near the 
burner appears to be the striking block 
for something that creates a spark, like 
flint rock. 

Now head back to the farm. 


+ Back at the Farm 

Use the balloon ferry to get back to the 
farm and find the boy in the image of 
the shaman. Once you meet him ask him 
to give you the Flint Talisman by saying 
you need it for the festival. He will 
eventually hand it over to you. 

The flint should spark the balloon 
you saw earlier so head back to the 
aviary. Once on the Farm Mesa, assume 
the shaman's form and go to the boy. 





An early South American air-ace 
tells you to go and get knotted 





• Back at the Aviary and the Pool 

Once there use the flint in the image 
of the boy to create a spark to ignite 
the balloon’s heating system. Now turn 
the valve to allow more gas to get into 
the system and the balloon will rise 
into the air. 

Once in the air you will see the 
top of the temple and the pool. 
Painted on the top of the temple 
building are four faces arranged in a 
specific pattern that you must 
remember for later. 

You also see that a large collection 
of converging lines form the image of 
two birds fighting over an area 
submerged by the pool. It is only in 
the air that you notice the lines 
create this image. 

Return to the aviary and go to the 
pool. At the pool is an indentation in the 
shape of the Flint Talisman. Use the 
Talisman to fill the hole. This causes 
the water in the pool to drain 
away so you can go down 
into the pool. 
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The walls of the pool are lined with 
many stone faces and there are doors 
bearing the symbols of the Earth Lord on 
the side of the pool under the temple. 

The four wall segments of the pool 
contains six faces and this puzzle is the 
one you remembered from the balloon 
trip over the temple. 

Now you know this you begin pushing 
the correct faces in which causes the 
large double doors to open. The glowing 
eyes on the faces will let you know which 
ones you have pushed in already if you 
have trouble with the sequence. 





• The Inner Temple 

These doors lead you into the secret 
temple. There are four idols on the 
floor and as soon as you move into the 
room they spit fire at you to stop 
further progress. 

Go back up the stairs and remove 
the Flint Talisman from the indentation. 
This causes the water to flow into the 
pool from the drain, and because the 
doors are open the water will soak the 
idols and put out any flames. 

Now that you can move through 
the temple you can enter the Artifact 





Room and the artifact piece appears 
from a pedestal. 

The room contains images which tell 
the story of the history of this place. 
Now simply go up and take the artifact 
to be transported back to the Temporal 
Security Agency. 


ZONE THREE 
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After the destruction: 


* The Gatehouse and Bridge 

In this zone your arrival places you in 
an avalanche damaged gatehouse over a 
deep ravine. 

First find the gear mechanism to 
discover it has a missing component. 
Now go down to a snow covered ledge 
that reveals a bridge hanging from 
the gatehouse. 

This bridge needs to be lowered 
using the mechanism in the room to get 
to the ravine below. You will find a 
control wheel in the snow which, when 





You'll find this if you search carefully around Н Dorado. Looks like something should fit in here 





attached to the gear mechanism, allows 
you to turn the wheel and create a 
bridge to the ravine. Once down you'll 
see a building in the snow. 

The only way to get into this 
building is through a window that is 
frozen shut and the only way to open it 
is to break the ice from its rim. 

To do this go back to the ledge and 
go up a path behind the gatehouse, 
where you'll find the corpse of one of 
the guards. The guard is holding a staff 
that can be used on the window once 
you have returned to the building. 


• In the Building 

Now climb into the building through the 
window, where you will see a broken 
blue Buddha that you can now use to 
climb up and spy a time code written in 
the frost on one of the window sills. 
You will see a Cyrollan looking around 
the buildings, but Arthur can now log 
the code and you will be transported to 
null-time node. 


Before the destruction: 


• On The Mountain Paths 
n the new environment you are on a 
path to two bridges. There is a guard 
watching the main bridge and a 
pilgrim on the road praying. The first 
hing to do is copy the image of the 
pilgrim and then use this when you go 
о the guardhouse. 

Here take the image of the guard, 
but stay in the form of the pilgrim to 
talk to him. The guard will tell you that 








Have a pleasant chat with the gnarly old gardener dude, and then nick his tunnel map and pruning knife. You'll need them both to complete the mission 





you need to bring a silk scarf to enter 
the monastery. 

Now use the guard’s image to speak to 
the pilgrim. He will tell you that this is 
the monastery of Shangri-la, where a 
power can be found within the monastery. 

Once you have spoken to both of 
them use the lower bridge and you arrive 
at a path underneath the monastery. 

This path is blocked by yaks (on the 
wall next to the yaks is painted the 
words OM MA NI PAD ME HUM) and a 
green Buddha statue to the west, but 
to the east you can get to another 
building. As you travel this way you 
will spot an entrance into cave that is 
blocked by a grate. On the wall of the 
cave is a lever. 

Use the gaff from Atlantis to hook 
the lever and open the grating. 

Inside the cave there are a series of 
steam tunnels underneath the monastery 
and a ceiling grating to the greenhouse. 





• The Greenhouse and the Main Prayer Hall 
Inside the greenhouse is the gardener, 
so use the image of the guard and 
collect the garden knife and the steam 
tunnel map from the ladder. 

Now speak to the gardener, who will 
fill you in on the greenhouse, the Pretas 
shrine and the wishing tree. Then return 
to the steam tunnels and use the maps 
to get to the prayer hall 

Once in the prayer hall take the 
image of a monk and then take the 
image of the Lama reading in the 
room. Next speak to the lama as the 
gardener and he will tell you about 
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how the Great Khan is leaving in the 
morning after losing heart for his 
studies. It is clear you need to copy 
the image of the Great Khan. 

Now leave the prayer room and use 
the front entrance to get into the main 
courtyard of the monastery. Here you 
will be able to get to Khan's tent or go 
to the temple or prayer hall. 

Head to the tents and assume the 
image of the lama. Now enter the tent 
to meet Genghis Khan himself. 

Copy Khan’s image and then speak 
to him. He tells you he is upset at not 
being able to complete his training with 
the Test of the Siddha and will be 
leaving in the morning. 

Now return to the prayer hall and 
enter using the image of Genghis Khan. 
Talk to the Lama about the Test of the 
Siddha and he will tell you how to 
complete the test. 

You must bypass the six realms by 
discovering the objects of salvation, 
following in the footsteps of the last 
Siddha. The monastery is built on the 
concept of the Wheel of Life and after you 
have escaped this you will enter Nirvana 
and claim the power of transmutation. 

Once you have discovered this 
information it is time to head to 
the temple. 














These Tibetan monks can be an 
inscrutable lot. Shangri-la is 
probably the hardest section 
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• Inside the Temple 

A guard watches the outside of the 
temple. Go inside and check out the 
Wheel of Life mural. There are six different 
objects to memorise on this each carried 
by a different Buddha. They are: The 
white Buddha of the Gods carrying a lute, 
Asuras (Red) with a sword, animals 
(Green) with a book, hells (Black) with a 


AN 


purifying flame, Pretas (Yellow) with the 
spiritual fruit and humans (Blue) with the 
alms bowl of humility. 

The white Buddha statue in the first 
alcove shows that the gods region is the 
first you need to overcome. 

Go to the Shrine of the Gods outside 
of the temple and play the words from 
the wall earlier on the prayer wheel. 
These are OM MA NI PA DE HUM. To 
make it work you will need to use some 
olive oil from Atlantis on the fourth 
wheel which is too rusty before you do 
this to play the correct tune. 

Once this is done the white statue 
gives you the White Stone of 
Enlightenment. Now take this back into 












the Temple and a set of stairs appear 
leading to the Asuras realm. 


• The Realm of Asuras and the Realm of Animals 
Khan is in this realm and you can see 
that there is some grating behind him 
and also a sword, so go through the 
prayer hall and return to the steam 
tunnels. Now use the Map to find the 
right way to Khan's tent. Once there 
push open the grating and steal the 
sword you see there. 

Now return to the Asuras Shrine and 
put the sword in the hand of the Red 
Buddha. This will cause him to give 
you the Red Stone of Enlightenment, 
which you can then take to the red 
statue in the temple. 

Once this is done a set of stairs are 
revealed to the Realm of Animals. You 
will now need to go back to the lower 
path described earlier and up to the 
green statue by the yaks. 

Arthur will translate the inscription on 
this statue, which warns of following the 
false path which is ignorance. Now return 
to the prayer hall in the image of Khan 
and ask the lama about the Animal Realm. 

He will ask you "what is the source 
of all human misery?" 

Reply to this with the word from the 
Inscription of Ignorance. The lama will 
accept this and hand you the Book of 
Knowledge, which you can then take to 
the Animal Realm and give to the green 
statue. It will now give you the Green 
Stone of Enlightenment. 

Take this stone to the Temple, give 
it to the Green Statue and the stairs to 
the Realm of Pretas will be revealed. 
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This is the ruined windmill in Atlantis where your adventure begins. Here you find the first clue to help you find the fugitive Agent 3. Right: Genghis Khan - nice bloke once you get to know him 
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* The Realm of Pretas, the Realm of Hells and 
the Realm of Humans 


This realm is found in the greenhouse, 
so go and speak to the gardener. He tells 
you that the tree is dying, but you need 
to get fruit from it to sacrifice to Pretas. 

To do this get the Pitcher of 
Healing Water from Atlantis (as 
described earlier). Pour it on the 
roots of the tree, which you will find 
in the steam tunnels. Return to the 
greenhouse and you will discover that 
the tree is now healed. 

Climb the ladder and pick the fruit. 
Then take this to the yellow statue in 
the Realm of Pretas. He will give you 
the Yellow Stone of Enlightenment, 
which you can now take to the temple 
and present to the yellow statue. The 
next set of stairs reveal a black statue 
for the Realm of Hells. 

The steam tunnels are in this 
realm. Search them to find the black 
statue, where a clue on the wall 
states “channel all of your energy to 
find enlightenment.” 








Close all the doors of the steam 
tunnels to cause the steam - or 
"energy" - to all go into that room with 
the black statue in. This causes the 
statue to melt and you now have the 
Black Stone of Enlightenment. Give this 
to the Black Statue in the temple and 





This futuristic hospital appears in a cut scene. Above: Another nice postcard from Shangri-la, Tibet 








SOLution 





another set of stairs appears to the Blue 
Realm of Humans. 

In this realm the Buddha arrives 
with an alms bowl. As stated earlier, 
this can be collected in Atlantis after 
the beggar leaves his position. He 
always leaves the bowl behind, so if 
you haven't collected it already go 
and do so. 

Give this bowl to the blue statue 
to get the final Blue Stone of 
Enlightenment. Take this to the blue 
statue in the temple to reveal the 
final stairway. 











• The Artifact Room and the Mountain Path 
You can see the artifact in the room, so 
take it. There are some large eyes in the 
wall of the room - look through these to 
see the pilgrim still praying in the 
ravine. 

Your task is not complete as the 
artifact needs to be given to the 
pilgrim you saw at the beginning of 
your journey through Shangri-la. 

Leave the temple and return to the 
pilgrim. You meet the pilgrim who 
admits he is actually Siddha and he will 
only transform the artifact to someone 
free of illusion. 

Appear to him as Gage and give him 
the artifact. He returns it to you and 
disappears. You can now return to the 
Temporal Security Agency. 

This guide shows you how to get all 
three artifacts. Remember that you will 
need to move from zone to zone to use 
objects where they are necessary. 
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|. STARTING 
THE GAME 


Generating random worlds takes place 
in the map room. You can just accept 
the first map that appears, but there 
is a strategy to world and country 
selection. If you are playing a 
multiplayer game you will not have 
your choice of world (unless you host 
the game), but you will be able to 
increase your victory chances with 
your country selection. 


The computer-run Great Powers tend 
to start wars to gain resources that 
they lack, particularly in the early 
years of a game. If these desired 
resources are not available on their 
own landmass, (and not well defended) 
they will probably start a land war to 
get them. 

This should lead you to select a 





Trade with rival nations to earn Great Power isolated on its own 
more money and gain their trust landmass if you want to delay 
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Imperialism 
Strategy Tips 
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desert and tundra. While these terrains 
can be useful for their oil later in the 
game, too much desert and tundra can 
really slow down your development. 
There tend to be two belts of desert in 
the world; one north of the equator and 
one south of the equator. Tundra, of 
course, is concentrated in the far north 
and south. 

You should select a country with a 
long north-south axis (so it won't all 
be in a desert belt) or a country clearly 
outside the desert belts entirely. 


shape 


Success in Imperialism requires 
plentiful mineral resources. You can 
win without minerals in your country, 
but it is very difficult to do so. You 
will want to chose a country with lots 
of barren hills and mountains to 
maximise your minerals potential. 
Now, there is no way to guarantee 
hills and mountains from the Map 
room. You can just start the game, 
look around your dich and start 
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This means that if you generate a 
world and play a game that you really 
like, you can choose to play on that 
same world again by entering the seed 
word for that world. 

To learn what the seed word is for a 
world you are playing in, and presumably 
like, control-click on the magnifying 
glass on the terrain map screen. In 
multiplayer mode, this will also show 
the name of the multiplayer game. 

To regenerate the same world from 
scratch, control-click on the globe in 
the Map Room. On the pop-up that 
appears, type in your seed word. 


Il. CHOOSING A 
CITY SITE 


Once you know how to play, choosing 
your own site for the capital city is 
essential. This means you need to 
select normal, hard or impossible as 
your difficulty setting. This is 
important because there are strategy 
factors that the auto-select feature 
(used on the easy or introductory 
setting) does not take into account. 


The overall amount of food is 
important, but a mixture of different 
food types is even more critical. You 
start the game with seven workers in 
your city. As long as you select a city 
site that can support six or seven 
HEALTHY people, the maximum 
amount of people the city’s food can 
support is relatively unimportant. 
This is because you are very likely to 
expand your transport network prior 
to increasing your population 
significantly. You will not be limited 
to the food immediately near the 
city for too long. 

On the other hand, if you select a 
city site with huge amounts of one food 


type and none of the others, your 
canned food reserves will be reduced 
quickly to zero. You can't tell the 
workers to eat the raw food they dislike, 
even if you are willing to put up with 
sick workers. First they will eat all your 
early development. 
DET an 

more 

Given the need for timber early in the 
game, you might expect that founding 
your city with plentiful timber is a 
good idea. Well, it can be, but there 
are other considerations. First, worry 
about food. If you can find a site 
which supports six or seven healthy 
people and also has timber it is 
probably a good site for the city. 
However, an even better plan is to 
plot your first port or depot at the 
same time as city selection. 

Make sure your planned port or 
depot can be built and connected 
within the first five or six turns of 
the game and make sure it includes 
plenty of timber. If you can, place 
your capital in a province which is 
adjacent to a province with lots of 
timber. That way when you build your 
first depot in the neighbouring 
province you can immediately start 
developing the town in that province 
as a lumber production centre. You 
can use this same strategy with a 
more distant province if your first 
construction is to be a port. 

Note that this implies that your 
country has some timber in it. If it 
does not you should consider 
generating a new map. 


Minerals 
Generally it is unwise to attempt 
founding your capital adjacent to 
barren hills or mountains merely in the 
hope of minerals. Try to make a plan for 
future development instead. Look at 
your mountain ranges and decide in 
advance how you plan to access the 
likely mineral rich areas. 


Cotton and wool 

These resources can be a bonus if 
adjacent to your capital but should be 
considered as the lowest priority item in 
your planning. Generally, plenty will be 
available on the open market at the 
start of the game. 


Imperialism demands difficult 
decisions among several choices. A 
seemingly insignificant decision (e.g. 
buy a technology or a new railhead?) 
Since money is often a big problem 


early in the game, eventual victory can 
funds in during the first ten years (40 
turns) of the game. 


First ten turns 
t. Winter 1815 — Spring 1817 
In most worlds, timber is the key to 
your early development. You have 
already planned your first depot or 
port adjacent to valuable timber. 
Accomplishing this construction and 
any expenses necessary to connecting 
it are your first priorities. 

Why is timber so important? 

* Timber controls training of workers 
since this requires paper. 

* Timber controls building new 
civilians units since that requires paper. 


AlL the resources in the game (iron, 
coal, wool, cotton) are important, but 
only timber figures in everything you do 
at the start of the game. 
mills at the beginning of the game the 
opening capacity (mills at two, 
factories at one) is fine except in the 
timber industry. Right away - with your 
beginning materials if possible - you 
should raise the lumber mill to capacity 
four. This takes two turns, and it should 
be done during the first three or four 
turns of the game, even if you don’t have 
enough timber (it takes eight) to feed a 
capacity four mill. Put off building more 
get that mill up and running. 

Your next priority is filling the 
lumber mill every turn. This is not 
always easy to do, but you must work 
at it until on most turns your purchased 
timber combined with the timber 
transported from that first port or 
depot is filling up your mill. Completing 
your early timber needs through trade 
involves a consistent and aggressive 
trade policy towards one or more Minor | 

The process of convincing Minor 
Nations to sell you their products, and 
eventually to join your empire 
peacefully is called 'courting: Using the 
Minor Nations which export products 
you need. Establish trade counsels, 
grant trade subsidies, and make an 
effort to buy from these selected 
nations every turn. 

Your courting goal at this stage is to 
achieve a position whereby your Great 
Power can rely on being offered timber, 
and perhaps other products, from the 
same suppliers every turn. 





When you have enough timber the 
mill should be set to produce three 
lumber and one paper per turn. 

Next, concern yourself with 
reliable sources of coal and iron as 
well. You need two coal and two iron 
per turn total at this stage. Consider 
building a miner and opening mines in 
your own country, or merely make sure 
and delay building your own mines 
for a few turns (don't delay too long). 
Generally cotton and wool are easy to 
obtain in trade. 

The only other priority during the 
first ten turns is training your workforce. 
Use that paper you are making and any 
cash you can afford. By the end of the 
first ten turns try to have two or three 
expert workers. It is a mistake to recruit 
ones you start with. 


Second ten turns 

с. Summer 1817 — Autumn 1819 

By now, if you are playing a normal or 
exhausted the commodities you 
started the game with. It is time to 
set up a production and export strategy 
that allows room for expansion. The 
key here is creating a long-term plan 
that reserves lumber and steel (don't 
convert all of it to furniture and 
hardware), produces enough furniture 
and clothing to recruit a few new 
workers, and produces enough excess 
goods to sell for a profit. 

There are many ways to accomplish 

* Leave the mills set at two 
steel/turn, three lumber/turn, one 

* Produce one furniture and one 
produce one unit of hardware or arms. 

* Excess labour can build transport 
capacity, canned food or be trained. 

* If you need more merchant ships 
(and have enough cash) cut furniture 
enough lumber and fabric to build one. 

* Sell one unit each of hardware, 
clothing and furniture each turn you 
have them except if you really need a 

Of course this system is only valid 
until you increase the capacity of a 
factory or mill, or until you run out 
of labour. Your plan must be adjusted 
to fit new circumstances. Whatever 
system you develop, you must 
attempt to keep a balance between 
available labour, arriving resources 
and industrial capacity. When one of 
these variables is too high, strive to 
increase the others. 

Once you have a working system 
you must decide where to expand first. 
Generally, during this period, new 
technology should not be purchased. 
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Instead, increase the capacity of the 
furniture factory twice (up to capacity 
four). Admittedly, you won't be able to 
use all that capacity at this point. 
However, a capacity of four begins the 
development of lumber production in 
any of your connected towns that are in 
timber producing provinces. That first 
depot (or port) you constructed is ideal 
for this purpose as long as it is on or 
adjacent to the town in that province. 
If not, build a second depot or port 
near the town. 

Early development of towns is 
critical to success because it makes 
materials like lumber and steel 
available without using up resources 
to produce them. 


Third ten turns 

c. Winter 1820 — Spring 1822 

Once your economy is supporting your 
country and leaving some excess for 
development and investment, you must 
expand internally as quickly as possible. 
However, there are two factors that may 
limit your rate of growth and now is 
the time to begin thinking about them. 


Limits on growth [1] 


Need for markets 

The first is your long-term need for 
markets for goods. At the beginning of 
the game there are sixteen Minor 
Nation buyers for goods. However, as 
these countries are conquered or 
colonised by other powers, their 
markets will be lost to your country. 
Don't worry, this won't start happening 
yet. But now is the time to make a 
plan for guaranteeing your country's 
permanent market security. 


markets by 


If you have been courting several Minor 
Nations, start checking every other turn 
or so that your country is their favourite 
trading partner. Make sure you stay in 
first place with at least two, and 
preferably three or four Minor Nations. 

If you lose your lead, there are 
three things you can do to try to 
regain it. All three of these strategies 
will slow your rate of internal growth 
because they reduce profits, but you 
cannot let your country end up with no 
markets for its exports. 

First you should try to increase the 
trade subsidy you are offering unless it is 
already at 25% or higher. If this proves 
ineffective, try investing $5000 in an 
embassy and then offer the Minor Nation 
a non-aggression pact. These less 
powerful nations always appreciate 
promises not to attack them. Finally, you 
can begin granting money to the Minor 
Nation. In many cases you won't be able 
to afford all (or any) of these actions. 

You should try to keep your early 
lead with at least one Minor Nation 


even if it severely slows your internal 
growth rate. 


markets by 


When you take a Minor Nation capital 
you control the market for goods 
provided by that nation. In most cases 
you should not do this so early in the 
game, but now is the time to plan 
which Minor Nations will be invaded 
later when you are strong enough. 
Generally it is easier to invade, and 
then defend, Minor Nations on your 
own continent. 


limits on grawth [2] 
Defence 


Even though conquest is not in your 
immediate future, you should be 
planning ahead for defence. It is 
easier (and often smarter) to build a 
few ships before expanding your land 
forces. Each ship you build takes 
lumber and, in effect, steel, away 
from expansion so don’t build too 
many. Try to keep even with the other 
Great Powers in terms of military 
strength as reported on the status 
screen. The power in last place is in 
a great deal of danger. 

When you do build land forces, it is 
best to recruit a new person for every 
person removed from the city. Lack of 
labour is likely to be your biggest 
problem in this part of the game. 
However, putting off military building 
for too long is extremely unwise. 

The most effective piece for defence 
is the Heavy Artillery. This is especially 
true when defending a fortified 
province like your capital. 


Once you have dealt with defence and 
a plan for markets, labour will likely 
be your limiting factor. Two early 
technologies should also be purchased 
as soon as they are available: iron 
railroad bridge and square set 
timbering. Both will accelerate your 
internal development. 


Fourth ten turns [and beyond) 
с. Summer 1822 – Winter 1825 

As noted above, three variables control 
your country's rate of growth: 

* The amount of labour available 
to industry. 

* The amount of factory and mill 
capacity. 

* The amount of arriving (trade plus 
transport) resources for your mills. 

As you expand your factories and 
mills and train additional labour you 
will begin to notice resource shortages. 
You will find it relatively easy to deal 
with labour or capacity shortages, but 
the inevitable resource shortages 
require more planning and effort. What 
you do will depend on your overall 


strategy (primarily conquest or 
colonisation?) and on the type of 
resource(s) that you lack. 


As more years pass, the steel industry 
begins to assume the position of 
importance previously held by the timber 
industry. This is also the most likely area 
for serious resource shortages. If you 
notice that your steel mill is rarely 
operating at capacity and notice that 
your warehouse shows no iron and/or no 
coal turn after turn, you need to obtain 
more supplies of these minerals. 

* Make sure you have purchased 
square set timbering and improved all 
coal and iron mines in your country 
to Level II. 

* Make sure you have sufficient 
shipping to purchase all the iron and 
coal offered by your favourite trading 
partners each turn. This can be a 
problem since iron and coal are 
always traded last. 

* Make sure all accessible areas of 
your country have been prospected. 

* Your next step must be to obtain 
more minerals peacefully, or through 
invasion, or through a combination of 
these efforts. 


Gaining a developer 

The developer is used to peacefully 
increase the supply of resources you 
lack. But obtaining a developer is not 
simple - it depends on the diplomatic 
relationship your country has with its 
favourite Minor Nation. When this 
relationship is sufficiently friendly (the 
light grey colour on the display) you 
receive the reward of a developer unit. 

You can accelerate this reward by 
paying for an embassy in your 
favourite country and then granting 
a non-aggression pact. Once the 
embassy is purchased you can provide 
grant money to the nation as well. 
Try to conduct multiple trade deals 
with this nation every turn. 

Even if you don’t get a developer 
by 1825, you want to be close by this 
point. The computer Great Powers will 
often obtain their developers between 
1825-30, and it is harmful to be one 
of the few (or only) Great Powers with 
no developer. 


po 


During 1825, the Council of Governors 
will meet for the first time. It is okay 
if you are not nominated for victory. 
If you are nominated you are doing 
very well. 

Use the council results to learn who 
is winning and by how much. If you are 
not nominated check the status screens 
and see how far behind you are. This 
may give you some ideas on which areas 
of your development are weakest. 8 
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Do you want to be a champion? Have a craving for Glory? Do you have what it takes to be the 
champion of TOCA Touring bar Championship? 
Yes you do, and you're reading it right now, so pay close attention! 
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You'll have fun 

for the first lap or two, 

whilst you can still blow up other 

cars whenever it takes your fancy, 

but other than that it's really not much 
cop. Okay for a laff, little else. 


бінде 788 








о what ya wanna do, play 
how ya wanna play..." 

After setting the main menu, 
choosing your race type, length, 
weather conditions and difficulty levels, 
you're ready to choose your car... 


Fast off the mark and good top end, 
lacks road handling at high speed and 
is prone to sudden spin-outs on tight 
corners - confident in a pack and it 
brakes with relative ease. 





The four wheel drive on this car may 
lead you to think along the lines of 
good handling and 0-60 - don't be 
fooled. Although this is essentially a 
good car it really doesn't promote 
confidence. The braking is very strange 
too. If you use the Audi, brake before 
the corner and then accelerate out. 





A fast and furious race starts here; 
the Volvo not only feels fast but 
stable too. Great in any conditions, 
especially the rain or snow. A 
formidable asset. 


A reasonably good vehicle that has 
some great potential but sadly doesn't 


realise any of it. The handling is always 
a little dodgy and you will tend to end 
up jerking your way round the corners, 
leaving a lot of rubber on the road. A 
good car but not the best. 





The Nissan is a good car - it's fast and 
holds the road to an acceptable 
standard. Its brakes tend to be a bit too 
sharp though, and can easily send you 
flying off into a spin rather than easing 
you round a corner. 


went 





Peugeot have been known for family cars 
and the like. They should have stuck to 
it, their effort at championship racing 
cars is rather poor. This one handles in a 
similar manner to a slug on valium and 
holds the road like it's on ice. The 
braking is far too severe to be of any 
constructive use - avoid this one. 


This is the ultimate racing machine 
available. To put it simply there is no 
finer car in this game - period. It holds 
the corners like it's on rails, eases its 
way smoothly around them and brakes 
very effectively. Look no further. 


Tanks always have a great novelty value 
in games, and this is no exception. 


A real surprise here, this is a beast. It is 
reminiscent of the Laguna but ^it don't 
take no grief from no-one’ Its опе and 
only flaw is the hair-pin corners – it 
really cannot slide at all so you must slow 
right down. Other than that it's a race 
winner - use it against your mates today! 


TOCA really isn't the game of 'gentle'-men 
- you're going to have to be nasty to 
survive; bashing and smashing your way 
up through the ranks is essential, but 
dangerous. Only hit other cars when you 
have to or you will cause damage to 
yourself and this will adversely affect 
your car's control, spin you off the track, 
gaining you a four point deduction (after 
three warnings) or all of the above! 
Cornering can become a real 
nightmare. The only way to avoid spinning 
off is to use the brakes and gear down. On 
a soft corner don't brake - drop a gear, 
stop accelerating and ease around the 
corner. On a harder corner, start to brake 
and before you enter the corner, drop down 
a gear or two and accelerate out of the 
other end. Hair-pins are tough, so break 
hard on the approach, drop down to about 
second gear and hit the throttle as you 
leave to drag yourself around the corner. 


Enter your name as one of the following: 
Cmgarage - Two extra cars 

emtoon - Cartoon sky 

cmeopter - Chopper view 








For superb speed and handling, 
you can’t go too far wrong with 
the Renault Laguna 











There’s no such things as etiquette on the race track, it’s very man for himself 
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Пр the Balancg 


Worms 2, Abe’s Oddysee amd Fallout are just a few of the games covered in our comprehensive 
tips and cheats section. If you know of a cheat we've missed, let us know. 





Abe’s Oddysee 


Select Level 
To select a level go to the main title 
screen and then hold Shift and press 
DOWN, RIGHT, LEFT, RIGHT, LEFT, 
RIGHT, LEFT and UP on the arrow keys. 


View Movies 

As with the select level cheat, go to 
the main title screen, hold down the 
Shift key and press UP, LEFT, RIGHT, 
LEFT, RIGHT, LEFT, RIGHT and DOWN 
with the arrow keys. 


Age of Empires 

Press Enter to activate the chat 
mode and then type in any of the 
following codes (case sensitive): 
DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP - Reveal Map 
PEPPERONI PIZZA - 1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 


Beasts and Bumpkins 
Cheat Mode 

Type 'KNEELBEFOREME' at any time 
during the game - a sound will 
confirm the cheat mode. 

Press F11 once to enter the edit 
mode and then type in any of the 
cheats below; 

-G - Lots of gold 

-0103 - For man or woman 

-0110 - For a cow 

-c - To duplicate the last created object 
-Ctrl-F6 - To remove the fog of war 
Press F11 once more to enter the 
Script mode. 

Type 'loadmission', then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press F11 again to exit the cheat mode. 


Chasm 

At the main console, type in the 
following words for the relevant cheat; 
INVISIBLE - Two minutes invisibility 
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CHOJIN - Become immortal 
AMMO - Full ammo 
ARMOR - 200% armour 
FULLMAP - View the full map 
KILL – Kill everything immediately 


Commanche 3 
Whilst flying press “К and enter one 
of the following codes; 


RAZ . - Invisibility 
COWZ - Freeze your enemies 
D0G9 – Rearm weapons 
САТО – Repair damage 
Constructor 


If the council are doling out too 
many black marks to you, get 
yourself a level two house and 
make the tenants the ‘punks’. 
After a short time, the punks will 
start to complain about a hedge 
and you'll be given some more 
black marks if you don’t reduce 
the rent considerably. 

If you do this you'll receive 
some white marks. With this done, 
put the rent back up and then 
wait for them to start complaining 
again. You can repeat this trick as 
often as you like, helping to build 
up hundreds, or even thousands of 
white marks. 


Here are some cheats from 
Jonathan Friel. The following 
cheat codes are for DOS 
Constructor only. The words must 
be typed in without any spaces 
on the single player or network 
selection screen. Each one must 
be finished by pressing Return. 
You must makes sure that you 
cannot see any words being typed 
into the screen. When successful 
you will here a beep. 

Once in the game press C and 
you will notice a ‘x’ sign by the date 
at the top of the screen. This will 
show that the cheats you have 
entered are now activated. You 
cannot save a game and return to it 
later with the cheats still active. 


Speed471 - Allow speed up game in 
network mode 

Worker902 - Allow buying of workers 
at all times 

Gangster822 - Allow converting of 
workers to gangsters 


Weapons473 - Allow buying of any 
weapon for gangsters 

Tenants127 - Allow selection of any 
tenants at any time 

Fences673 - Allow selection of any 
fence at any time 

Loans039 - Allow borrowing of any 
amount from the bank 

Estates131 - Allow buying of an 
estate without limit 

Houses738 - Allow selection of any 
house at any time 

Build909 - Allow CTRL when placing 
house at any time 

Actions674 — Allow use of 
undesirable action on easy level 
Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 – Allow alt I to toggle 
missions on/off 

Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - Allow team change in 
single player mode only 

Maps751 - Allow playing of any map 
with any number of players 


Die Hard Trilogy 


If you can’t get Bruce Willis’ arse 
into gear, try these tips for Die Hard 
Trilogy, courtesy of James Barnard. 
To get these to work simply 
pause the game then type R and 2 
simultaneously to get cheat mode. 


Die Hard: 

Right,up,down,E: God mode 
Right,E,Down,0: Huge ammo Reload 
Right,Up,Down, Down, E, Right 
(repeat): Gun supply 


Die Harder: 

Type this code once for guns and 
twice for god mode: 
Right,Up,Down,E 

Right,E, Left,0,A,Down,E: Missiles 
and grenades 


Die Hard With A Vengeance: 
Left,0,Up, Down,E,Right: Infinite Lives 


Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides 
extras, you will also find a teleporter 
switch which will take you to the 
final mission of this area. 

Mission 2: Blast the hillside between 


the two trees located at your 4 
o'clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to 
the village you will see a single tree 
on your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan – it is 
blocking the entrance to a secret area. 
Mission 8: Descend to the castle 
ruins for some more power-ups. 
Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 


Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the 
mission, turn round and shoot the 
gate on the back of the rock bridge. 


Operation Area 3 

Mission 1: Descend into the 
volcanic craters to find 

some extras. 

Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. 
Next go to the border of the 
mission area. Wait a short time 
and you will see an airliner 
approaching. Shoot him down with 
a guided missile and then check out 
the beach. In the jungle you will 
come to a fork in the road; shoot 
the tree with the birds in it. 
Mission 4: Destroy the statue in the 
village for some additional power-ups. 
Mission 5: When you come to a 
cave with a shattered bridge, 


descend to collect some extras, 
then fly straight ahead and shoot 
the apparent dead end to enter a 
secret area. 

Mission 6: One way to complete 
this mission is to first destroy 

the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2 for some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 


Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 
Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the 
ramp next to the left generator to 
get a few power-ups. 

Mission 9: Some of the walls hide 
secret rooms. Start shooting to 
find them. 


Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is 
an entrance to a secret room. 
Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 


Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 
Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 

Mission 7: Shoot the right corner 
of the large building for help in 
defeating the final boss. 


Network Play 

Use the name HAMMER when you begin 
a network game. You'll be able to use a 
unique series of pre-recorded messages. 


The Cheats 

Type ‘oh dear’ over the main menu 
to activate the ALT1 to ALTO 
cheats as follows: 


ALT1-Full ammo 
ALT2-Upgrade current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-WOW!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 


ALT9-Tank-mode 
ALTO-Speeeee 


Fallout 

If you want to earn 
yourself hundreds of Caps, first go to 
the town called Boneyard. Here 
you'll find a man in a shop who 
repairs weapons and makes 
ammunition and is also loaded with 
around 600 Caps Steal these of him 
and then save the game. Now reload 
it and you'll find the man has got 
another 600 Caps. Steal them again 
and keep repeating the trick as many 
times as you like. 


FIFA: || |" 


Type EXIT during a 
match and the crowd will disappear. 


Grand Theft Auto 


Change your name to any of the 
following for the desired result: 
itsgallus - Access to all the levels 
jamthelaw - No police around 
itstantrum - Unlimited lives 
suckmyrocket — All weapons and armour 
itcouldbeyou - 999,999,999 points 


At the character selection screen 
press Delete to change the 
character's name. Type in ‘nineinarow’ 
and this will give you access to all 
the levels (like the one above). Also, 
typing in ‘callmenigel’ will allow you 
to get all the weapons each time you 
die and restart by pressing Shift and 8. 


When saving enter the following for 
a couple of useful bonuses: 


By a playstation - you got it, it’s 
God mode. 

World of fish - you will be able to 
access any level. 


Holiday Island 

If you're dream getaway island is 
turning in to a nightmare, then try 
the following cheat which will give 
you all the money you could possibly 
need. Simply press and hold Ctrl, 
Shift, Alt and G to get a whopping 
$4 billion deposited in to the bank. 


Hexen 2 

Press the ~ key to get to the 
console and then type in any of 
these cheats: 

God - Toggle God mode On and Off 
Give 2 - Gives weapon 2 

Give 3 - Gives weapon 3 

Give 4 - Gives weapon 4 
Notarget – Toggles On and Off 
whether the enemies can see you 
Changelevel X – Changes level 
(Replace X with the level name) 
Restart - Restarts the level 
These should help you complete 
the game. 


Ignition 

Type in the following at the main 
menu screen and you'll hear a signal 
letting you know the cheat has 
been activated: 

BANARNE - High cars 

SKUNK - See only wheels 

FILMJOLK - Ignition on acid 
SURMULE - Get all options, and all 
the tracks 

SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 

Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been successfully activated. Type 
the cheat in again if you want to 
turn it off. 

Banarne - Big cars 

Skunk - Just wheels! 

Svinpole - Extreme close-up 
Filmjolk - Psychedelic 

Slasktratt - Get all the cars 
Surmule - Get all the tracks 


Jedi Knight: 

Dark Forces 2 

If the force isn't quite with you, 
type 't' to go to the command 
console and simply enter any of 
the codes listed; 

KILL – Kill yourself 

RED5 - All weapons 

BACTAME - Full health 

WAMPRAT - АЦ items 

IAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 
force powers 

DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 


JEDI KNIGHT: 
ТЕН 








Little Big Adventure 2 


A simple, but extremely useful 
cheat this one. Hold down the 


LARA AE 


Shift key and type TWINSEN'S 
BACK to get infinite amounts 
of everything. 


On the first island, where you 
start, go to the top of the hill 
where the ruins of the old citadel 
are and there is a cow there. Walk 
to the rear end of the cow and 
hold down the ‘X’ key, now press 
and hold the arrow key for forwards 
and infinite clover leaves pop out 
of the cow! 

So now you know where to go 
for extra lives if you need them. 


During play, hit the Esc key and then 
type in ‘Dougmatic’ This will return 
you to the game. Press the Esc key 
again and type in whichever of these 
cheats you like: 

Protectme - Immortality 

Moveme - Level skip 

AGENTJ - Play Will Smith 

AGENTK - Play Kevin Cunningham 
AGENTL – Play Laurel 

HQ - MIB Secret Headquarters 


NEW Myth: The Fallen 


Level Select 

To be able to select which level to 
play simply hold down the Spacebar 
whilst selecting a New Game from 
the menu screen. 


Level Skip 

During a battle hold down Ctrl and 
then press the + key and you will be 
whisked on to the next fight. 


NBA Live 98 


For this selection of secret teams 
first click on the Rosters option 
and then choose Create Custom 
Team. Enter the following names as 
custom team names and you'll have 
the hidden teams: 

EA Europals 

Hitmen AllSorts 

Hitmen Coders 

Hitmen Earplugs 

Hitmen Idlers 

Hitmen Pixels 

QA Campers 

QA DBuggers 

QA Test-tubes 

TNT Blasters 


Need For Speed ЇЇ 

Special Edition 

At the main menu screen, enter the 
following codes; 

BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 

FZR2000 - Futuristic car 
RUSHHOUR - More traffic 


Here's a couple of extra cheats for 
Need For Speed II Special Edition 
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courtesy of Mandeep Sidhu. Type the 
following in on the main menu screen: 
Slot - Turns your vehicle into a clot car 
Hollywood - Bonus track 


Mandeep also sent in the following 
codes for Carmageddon: 

Givemelard - Lots of money 
Spamspamspamspam ~ Pedestrians 
glued to the ground 

Superhoops - Explosive pedestrians 
Ihavesomespam – Lunar gravity 
Mooseontheloose - Pinball mode 
Buyournextgame - Jelly suspension 
Ilovenobby - Shows pedestrians on 
the map 

Russformario — Electro-bastard ray 
Hamstersex – Blind pedestrians 
Naughtytorty - Pedestrians are 
respawned 

Boysfromthebush - Grip-o-matic tyres 
Tramsaresuper ~ Pedestrian harvester 
Rabbitdreamer – Wild gravity 


NEW 
Breakaway ‘98 


If you're struggling to beat the 
opposition, how about a player with 
99 ratings for everything? Here's 
how to get such a player: 

1 Create a player under the name of 
Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his height to anything you like 
5 Set his jersey to 1 


Now quit and return to the create 
player screen. The player you have 
just created should now have 99 
ratings for absolutely everything. 


Nuclear Strike 
Here's a selection of level codes 
which should help you through this 
arduous game: 
JUNGLEWAR 
BUCCANEER 
HAMMERHEAD 
DETONATE 
AFTERSHOCK 
BLITZKRIEG 
CHESSPIECE 
NOMANSLAND 
BASTILLE 
LIGHTNING 
UNLEADED 
GUNSRUS 
CHAINMAIL 
ONETWO 
APACHELITE 
EAGLEEYE 
CROSSEYED 
OLDSCHOOL 

SURFIN 

SHARK BAIT 

MAD BOMBER 
CHEESYPOOF 

MPH 

PHOENIX 

AVENGER 
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Outlaws 

A keen reader, John Howson sent in 
these cheats for Outlaws. We thought 
it would be criminal not print them. 


OLJACKPOT - Add items to inventory 
OLPOSTAL - Gives all weapons 
OLASH - Gives full ammo 

OLCDS - Gives super map 

OLGUSHER - Unlimited oil 


Level codes: 
OLTRAIN 
OLMILLS 
OLRANCH 
OLCANYON 
OLTOWN 


Pastal 

If you're struggling to overcome the 
army of enemies within the game, try 
a few of these cheats: 

Sternomat - Napalm 

Thebestgun - Auto-shotgun 
Dawholeenchilada - Grenades, 
missiles, napalm, and flame-thrower 
Thereisnoplacelikeoz – Skip level 
Thickskin - Armour 

Hesstillgood - Brings you back to life 
Iamsolame - Invincibility 
CROTCHBOMB Мо, it doesn't make the 
guy's groin blow up, you get a full set 
of mines. 

FIREHURLER Fry your enemies with this 
lovely flame-thrower and fuel canister 
EXPLODARAMA Just what it sounds 
like, you get explosive weapons and 
full ammo 

FLAMENSTEIN You get all fire-based 
weapons and full ammo 

TITANIII You get missile launcher 
and full missiles. 

CARRYMORE Get backpack (2x ammo) 


LOBITFAR Get full amou 
grenades and petrol bombs. 
HEALTHFUL Gives 100 health 
SHELLFEST Nice auto shotgun 
CHTPOS Kevlar vest and health 


Powerboat Racing 

To race in a radio 
controlled boat, simply enter your 
name as SML. 


Redneck Rampage 

There’s a number of cheats for this 
game all of which can be typed in at 
any point during the game: 


BUBBA - An aiming site 

RDALL - Have all keys, ammo, 
health, etc. 

RDBETA - Message ‘Eat те!” 
RDELVIS - Message ‘Elvis Lives!’ 
RDGUNS - Get all guns 
RINVENTORY - Get all inventory 
RDKEYS - Get all keys 


Rise Of The Triad 


Select a new game and when ‘The 
Hunt Begins’ has loaded up and you 


are standing in front of the Heat- 
Seeker, bash in these cheat codes: 


DIPSTICK - Enable cheats 
CHOJIN - Woundless with weapons 
HUNTPACK - Outfit player 
RIDE - Missile cam 

TOOSAD - God mode 

SEEYA - God mode as well 
LONDON - Fog on 

NODNOL - Fog off 

BOING - Elasto mode 
BADTRIP - Shrooms mode 
FLYBOY - Mercury mode 
GOTO – Level select 
JOHNWOO - Extra pistol 
PLUGEM - MP40 

VANILLA - Bazooka 
HOTTIMES - Heat-Seeker 
BOOZE - Drunk missile 
FIREBOMB - Firebomb 
BONES - Flamewall 
SIXTOYS - All items 
SHOOTME - Bulletproof armour 
BURNME - Asbestos armour 
LUNGDUNG - Gas mask 
GOOBERS - Restart episode 
REEN - Restart level 
GOARCH ~ Skip level 

PANIC - Loose weapons 
86ME - Suicide 


Screamer Rally 

Type the following cheat codes in on 
the main screen: 

TRAMO - All tracks 

CARBO - Hidden car 

LEALL – All leagues 


Shadow Warrior 

Try these codes and kick some ass: 

SWGREED - God mode with all items, 
ammo and weapons 


SWCHAN - Press J to fly 
SWGIMME - All items added 

to inventory 
SWTREKxx - Warp to any level 


(xx being the number of the level) 


SWGHOST - Clipping 
SWMAP - Automap 
Star Trek: Star Fleet 
Academy 


If you want to be able to fire whilst 
still cloaked, try activating the 
cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to 
fire whilst cloaked. 


TOCA Touring Саг 

Enter your name as one of the following; 
CMGARAGE - Two extra cars 
CMTOON - Cartoon sky 
CMCOPTER - Chopper view 


Tomb Raider || 


Level Skip 
Hold a flare in your hand, hold 
Down and Shift, then press 


Forwards, Backwards and turn 
around three time before 
jumping forwards. 


All the Weapons - As above, but 
jump backwards instead of forwards. 


Total Annihilation 

Press enter to get to the message 
screen and then press + followed 
by typing in one of the following 
codes (remembering to press enter 
again afterwards to activate it): 
ATM - Increase metal and energy 
by 1000 

Radar - Acts like 100% 

radar coverage 

DoubleShot - Two times damage of 
all weapon fire across board 
NowISee - Exposes map and turns 
line-of-sight off 


Turok: Dinosaur Hunter 
Go to the main menu and enter any 
of the following codes under the 


Enter Cheat option: 

THSSLKSCL - God mode 
CMGTSMMGGTS – All weapons 
BLLTSRRFRND - Unlimited weapons 
FRTHSTHTTRLSCK - Infinite lives 
RBNSMITH - Big heads, 
invincibility, all weapons, 
unlimited ammo and credits 
SNFFRR – Disco mode 

DLKTDR – Wireframe mode 
THBST - Gallery 

FDTHMGS - Credits 


Uprising 
Here's a few codes to 
help you rise to the challenge: 


Slick - Dangerous chump mode 

Mo money - Extra power and troops 
Way mo money - Loads of power 
and troops 


Wipeout 2097 

Edward Hale sent us some useful tips 
for Wipeout 2097. Type RUSH on the 
title screen and then at the main 
menu type: 


xteam - enables the piranha team 
xclass - enables the phantom class 
xtrack - get all tracks 


Pause during a race and type 
in these: 


Psymega: 

Infinite weapons 
Psyprotect: 
Infinite energy 
Psyrapid: 

Get the machine gun 


Worms 2 
To get the superweapons 
type BAABAA during a match. 
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164 pages of news, 
previews and reviews 
made the second 
issue a real classic! 





Over 20 reviews inside the 

magazine and 20 playable 

demos on the cover 605 — 
all for £3.30! 





Packed with reviews, 
the fourth issue of 
Umate PG is one not to 
he missed! 





Issue one was a resounding success, with 
over 75,000 copies sold. This may have 
been down to the cover CD, which 
included an exclusive Resident Evil demo 
and a playable demo of Constructor. Or it 
could have been the interview with 
Deathtrap Dungeon creator, Ian Livingstone. 
Or perhaps the 30 full reviews, Or the 
Premier Manager tips. Or the Unreal, Quake 
II and Tomb Raider II previews... Whatever 
the reason, this baby was packed, So if 
you missed it first time around, don’t let 
it slip through your fingers again! 


Deathtrap Dungeon makes 
this an essential read for 
all PG games fans! 


An exclusive preview of Westwood’s 
stunning Blade Runner, and a wortd 
exclusive review of Perfect Assassin 
ensured issue two carried on where the 
first issue left off. With over twenty 
reviews, numerous previews, a solution 
to Little Big Adventure 2 and up-to-the- 
minute news on the best upcoming 
titles, it's an essential read. Add to that 
a free CD and 16 page Tomb Raider II 
supplement and it has everything the 
Serious gamer needs. 


For a comprehensive 
review of Battlezone check 
out issue six now! 





With the PC games market exploding into 
a frenzy of releases over Christmas, this 
New Year offering featured over thirty full 
reviews. Amongst them are Virgin's Blade 
Runner, Quake II and a world exclusive on 
Eidos’ Deathtrap Dungeon. Issue five of 
Шілмате PC is also packed with previews, 
including Die By the Sword, Ultimate Soccer 
Manager 98 and Battlezone. There's also the 
usual CD crammed with demos. With a full 
solution to the first part of Tomb Raider 
II propping up the rear of the mag, there's 
undoubtedly something for everyone in this 
massive 164 page issue. 


Prices/Copies Ordered: 


Issue One: SOLD OUT....... Issue Two: £4.50............. 
. Issue Five: £4.95............. 


Issue Four: £4.50.. 
Issue Seven: £4.95 .. 
Please send me..... 
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With a world exclusive review of 
Activision's Battlezone, issue 6 of 
Urmare PC is an essential read for 
anyone who likes their real-time 
wargames. Forget about Command and 
Conquer, Total Annihilation and Dark 
Reign, because Battlezone redefines 
the whole genre with its mix of first- 
person perspective shooting action 
and demanding strategy. If you missed 
out on our extensive review of this 
landmark title, then order your back 
issue right away and find out just what 
it is your missing! 


D 


An exclusive Men in Black review was just 
one of over 20 in this bulging issue. 
Amongst the others were Sid Meier's 
Gettysburg, Total Annihilation, Worms 2 
and Jedi Knight: Dark Forces 2. There's 
also solutions to The Feeble Files and 
Excalibur 2555, as well as a tips guide 
to Dark Colony. As if that wasn't enough, 
there's two CDs crammed with all the 
latest playable demos., including Jedi 
Knight, CM 97/98 and Screamer Rally. All 
this at the stunning price of just £3.50 - 
what more could any gamer need? 


Get the full lowdown on Die 
By The Sword and Powerboat 
in issue seven! 


Yet another big seller, our exclusive 
review and playable demo of Die By The 
Sword makes issue 7 of ЏШПМАТЕ PC an 
essential read for all those PC gamers 
who remember the classic title, 
Barbarian with affection. Speed freaks 
are also more then catered for in this 
issue, with an exclusive demo of 
Powerboat Racing being just one of 
many crammed onto the packed CD. An 
exciting in-depth look at Cendant’s new 
release, Half-life and a round-up of the 
top three games of 1997 by genre 
makes this one issue not to miss. 


The exclusive review of GT Interactive's 
definitive platformer, Abe's Oddysee and a 
full review of Tomb Raider II were the 
highlights of this stunning Christmas issue. 
Other Christmas crackers included Screamer 
Rally, Uprising, Actua Soccer 2, Grand Theft 
Auto and THQ's Pax Imperia ~ all of which 
were fully reviewed. With a Tomb Raider 
II demo and an enthralling Men in Black 
demo, the Џитмате CD maintained the 
high standard set by that of issue one. 
Issue five of ЏштматЕ PC is the essential 
read for the die-hard PC gamer! 





Quake II is dead and in its place as 
the king of 3D action adventures 
stands Probe Entertainment's 
stunning Forsaken - find out just 
what makes this game so special 
with our comprehensive review. As if 
that wasn’t enough, look no further 
than issue eight of Uttimate PC for 
full reviews of Redline Racer, Formula 
1 “97, Plane Crazy and Black Dahlia. 
Inside this issue you'll also find a 
special report on MGM studios and 
its James Bond stunner, Tomorrow 
Never Dies. 


9. Issue Six: Ғ4,05............... 
. Issue Eight: £4.95........... Total Price: Ғ.................... 
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Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 


See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 
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PAX IMPERIA: EMINENT DOMAIN 91% 






PERFECT STRATEGY 
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Rated 18, state over 18 when you order 






176: NITRO RIDERS • 16.99 -10%: PRIVATEER 2: THE DARKENING 90% 14.99 -10%" 3D analogue stick, 6 fire 

2 GOOD TO BE TRUE COLLECTION 60% ... ...22.99-10%" PUZZLE BOBBLE + ....9.99 -10%" buttons, 4 button mode with 4 SPECIAL RESERVE ANNUAL MEMBERSHIP FEE 
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products, many at below trade price or under half price. And there 
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GRAVIS PRO JOYSTICK ...14.99 
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BATTLEGROUND COLL. VOL2: CIVILWAR* 27.99 -10%* ROBOTRON X FOR WINDOWS 95 80% .10.99 -10%* 
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BLADE RUNNER FOR WINDOWS 95 94% 31.99 -10%* SCREAMER RALLY 91% ... . 22.99 -10%* i i 
BRODERBUND PRINCE OF PERSIA COLL. ...11.99-10%* SECRET OF MONKEY ISLAND 1&2. ........14.99 -10%" MS SIDEWINDER 2. The incredible FREE Special Reserve Book of 2500 Cheats 
BROKEN SWORD 2 FOR WINDOWS 95 92% 28.99 -10%' SENSIBLE WORLD OF SOCCER 96/97 80% ...9.99 -10%" GAMEPAD . ...31.99 | | (all formats) will be sent to you with your Family Membership 
BROKEN SWORD 90% ~ ++ 9.99 -10%° SETTLERS 2 GOLDEDITON . 26.99 -10%" 8 programmable buttons, 8 way hat | | Card and Fantasy Game FREE entry forms (£5000 of prizes) 
CARMAGEDDON (RATED 15) 95% :19.99 -10%* SIERRA SPORTS: BASEBALL 98 WIN95 17.99 -10%' switch, trigger button, throttle wheel 
CHAMPIONSHIP MANAGER 2 1996/97 . 12.99 -10%' SIERRA SPORTS: FLY FISHING WIN9S •  ...17.99 -10%" d Џ 3. AND choose any one of the FREE GIFTS below if you buy just 
А MA GER 2 1997/98 90% se een Senn SPORTS Boe AL M 3 ое. one item at the same time as you join. All of our gifts are worth the 
CIVILIZATION 296% ш... 18.99 -10%* SIN FOR WINDOWS 95 + "32.99 -10%* SAITEK X36 membership fee or more and you can extend your membership for 
CIVILIZATION 2 DATA DISK ден 14.99 -10%" SPACE QUEST COLLECTION 1 TO 6 WIN95 ...18.99-10%' — FLIGHTSTICK AND £5.50 to get more gifts if you want them 
COMMAND & CONQUER WINDOWS 95 — ... ...14.99-10%" STAR TREK - FIRST CONTACT • .. 31.99 -10%" THROTTLE ' 
C&C: RED ALERT COLLECTORS РАСК... ...31.99-10°° STAR TREK - THE NEXT GENERATION 94% 12.99 -10%" CONTROL ...84.99 That's why over 400,000 people have joined Special Reserve 
C&C: AFTERMATH - RED ALERT DATA СО 14.99 -10%* STAR WARS SUPREMACY WINDOWS 95 — ...29.99 -10%* 2 rotary controls, 14 The Biggest Games Club in the World 
CODEMASTERS - JONAH LOMU RUGBY ... ...11.99-10%" STARSHIP TROOPERS • -31.99-10%" digital inputs, three 8 
COMMAND & CONQUER: RED ALERT 95% ...31.99 -10%* SYNDICATE WARS 92% .. 212.99 -10%" i 
? б o e; е. Мау hat switches, serial mouse control, throttle mode and ги кик ee ss шз шш шшш шыш шыш шыш шыш 
TI + -10%' L 91% h 24. 10% 
EUN е9 2398>10%: THEME HOSPITAL 21% A SIM CITY 2000 i 298-1077 pinkie switch, status indicators unlimited programmabity | M T T q 
CROC FOR WINDOWS 95 82% 29.99 -10%" ТОСА TOURING CARS 82% дж 20.49 -10%" І | 
CURSE OF MONKEY ISLAND WINDOWS 95 ...29.99 -10%' TOMB RAIDER + SCREENSAVER 95% 14.99 -10% \ ж PC MASTER PAD ...12.99 lui rit f games 
DAIKATANA FOR WINDOWS 95 • .. 29,99 -10%: TOMB RAIDER 294% ... кэ 212800 -10%" > Digital, LED function control panel, I у ! Мите: тп ог! 
DARK FORCES 2 - JEDI KNIGHT DATA СО ...17.99 -10%" TONE REBELLION 84% .-24.99-10%" ~ six individual autofire modes i I I | и! ost 
DARK FORCES 2 - JEDI KNIGHT WIN95 94% 29.99 -10%* TOONSTRUCK 93% 9.99 -10%" " let Т y | " 
DARK REIGN DATA CD FOR WINDOWS 95% 16.99 -10%* TOTAL ANNIHILATION WINDOWS 95 94% 27.99 -10%" I | 
DIABLO DATA CD - HELLFIRE WINDOWS 95 15.99 -10%" TOTAL HEAVEN FOR WINDOWS 95 90% ... ...31.99 -10%" SPECIAL RESERVE ! 0 of 
DIABLO FOR WINDOWS 95 93% 29.99 -10%" TOTAL RACING FOR WINDOWS 95 85% 31.99 -10%" MOUSE ... 9.99 I =| = 9 да! | 
DISCWORLD 2 91% 16.99 -10%* TOTAL SPORTS FOR WINDOWS 95 91% ..27.99 -10%" 2 button serial mouse T i Injunction 
DOMINION STORM • .. ..30.99 -10%* ULTIMA COLLECTION 90% " 32.99 -10%" | il discount | 
DOOM TRILOGY - DEPTHS ОЕ DOOM 17.99 -10%' VR POOL 2 89% ... : 29.49 -10%" SAITEK X6-32 + 0/6/95 
DUKE CARIBBEAN - LIFES A BEACH (18) ...16,99-10%" WARCRAFT 2 DELUXE 82% 29.99 -10%" JOYPAD . 15.99 I ES 20/0/9 1 
DUKE NUKEM 3D (H2H-CMN) (18) 93% ...9.99 -10%* WING COMMANDER PROPHECY ‘WIN9S 87% 31.99 -10%* 8 fire b San 4 e 
DUKE NUKEM 3D DATA DISK 12.99 -10%: WORLD CUP 98 WIN95 +... .. 29.99 -10%" eater enters euis І тесте Reserve І 
DUNGEON KEEPER 96% 31.49 -10%" WORLD LEAGUE SOCCER 98 • 30.99 -10%* 3 TEN 
DUNGEON KEEPER DATA DISK 89% 1299-1095 WORLDWIDE SOCCER 87% .. 114.99 -10%" and turbofire OR FAX YOUR ORDER ON 01279 726842 - WE'LL FAX BACK TO CONFIRM 
EASTERN FRONT 84% tes ves 424.99 -10%" WORMS + REINFORCEMENT DATA DISK ...12.99 -10%" i OPEN 9.30am то 8PM (MON-SaT) 10AM TO 5PM (SUN & BANK Ношрау5) | 
ELDER SCROLLS: DAGGERFALL 89% 12.99 -10%" WORMS 2 93% ... ---29.99 -10%: DRUM-X MIDI DRUM PAD ...29.99 | &(BLOCKCAPITALSplease) _____________ Т 
EXTREME POWER PACK VOL 2 32.99 -10%" WORMS 2 REINFORCEMENTS DATA CD + ...12.99 -10%" — MIDI drum pad that doubles as a IName Address and Postsodo. I 
F22-ADF 89% . - 31.49 -10%* X-WING VS TIE FIGHTER DATA CD WIN95 14.49 -10%* mouse mat. Connects easily to , 
FALLOUT FOR WINDOWS | 95 86% 30.99 -10%*  Х МИМО VS TIE FIGHTER WINDOWS 95 95% 31.49 -10%" any standard MIDI/joystick port on І І 
FIFA 98 - ROAD TO WORLD CUP WIN95 91% 30.99 -10%" XLRB« е 29.99 -10%" comnpatibie Bud casto rows 
FINAL FAI FOR WINDOW: . -..29.99 -10%" 
FLASHBACK ы. өне. ccs We stock 1500 games and utilities, a complete drum kt. Pad is І | 
FLIGHT SIMULATOR 98 WINDOWS 95 94% ...39.99 -10%* velocity sensitive so striking the pad ENTER MEMBERSHIP NUNBER IF ANY 
FLIGHT UNLIMITED 2 92% :2998-10% Please call for price and availability harder with the sticks provided Iphone мо Machine 
FLYING CORPS GOLD 90% 2118.99 -10%" я produces a louder sound = 
FORMULA 1 GRAND PRIX 2 95% 19.99 -10%" 15 sales lines - Call 01279 600204 | We only supply members but you can order as you join (from 50р). UTE 
G-POLICE FOR WINDOWS 95 92% 29.99 -10% The Special Re There is no obligation to buy anything and you can be any age. 
GRAND THEFT AUTO (RATED 18) 92% 29.49 -10%" n iif i | 
HEXEN 2 (OFFICIAL) MISSION PAGK +. Eres 77лр P2 | £6.00 Annual Membership includes 10 issues of the Club Magazine plus 
IMPERIUM GALACTICA 90% 22.49.99 -10%" AMIGA EMULATOR .... 117.99 00 £899. 99 the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT 
INCUBATION + HIDDEN WORLDS DATA CD 22.99 -10%" ARCADE CLASSICS PLUS айды 14.99 including І from above if you buy any item at the same time as you join. І 
INTERSTATE 76 FOR WINDOWS 95 (15) ....9.99 40%: BEST PUB QUIZ EVERI FOR WINDOWS 95 285 [cease enter MEMBERSHIP FEE IF APPLICABLE AND PLEASE REMEMBER TO TICK YOUR CHOICE OF GIFT BELOW 
KICK OFF 97 86% — ... -. „9,99 -10%" DANCE EJAY is 24.99 ANNUAL MEMBERSHIP £6 (UK), £9 (ЕС) on £12 (WoRLD) 
KRUSH KILL 'N' DESTROY 2 (KKND2) WIN95 • 32.99 -10%: DOGZ 2 FOR WINDOWS 95... .. 119.99 св Тнілі. Мемвененір 50 (ONE MAGAZINE, ONE ORDER) 
LINKS US 97 - LEGENDS IN SPORT 94% ... ...12.99 10%" FAMILY TREE MAKER (DELUXE EDITION) 49.99 
LORDS OF MAGIC 15.99 -10%' FIRST AID 98 FOR WINDOWS 95 31.99 litem 
LORDS OF THE REALM 2 - "ROYAL EDITION 20.99 -10%* GALAXY OF 75,000 CLIP ART 24.99 
LULA - THE SEXY EMPIRE 16MB/PENT 89% 19.99 -10%* GCSE MATHS ч 19.99 [шет 
MAXIMUM FORCE FOR WINDOWS 95 24.99 -10%" ІВМ SIMPLY SPEAKING "GOLD" FOR WIN9S. .....45.99 
MEN IN BLACK 93% ч 28.99-10%” KAI'S POWER GOO 34.99 Шет 
MONSTER TRUCKS 80% 19.99 -10%" KLIK AND PLAY ran ..9.99 И " 
MORTAL KOMBAT TRILOGY WINDOWS 95 ...24.99-10*; MINI OFFICE TYPING TUTOR ... .... ls. 28.98 І Deduct any 10% Mail Order Madness Discount as described above* 
MS GOLF 98 FOR WINDOWS 95 + 33.99 -10%: MONTY PYTHON COLLECTION FOR WIN95 ..20.99 
MS OUTWARS FOR WINDOWS 95 « 33.99 -10%< MS ENCARTA 98 FOR WINDOWS 95 ... ... 40.99 І е ____| 
MYTH - THE FALLEN LORDS 93% ..29.99 -10%* MS ENCARTA 98 DELUXE FOR WINDOWS 95 .62.99 | 
NBA HANGTIME FOR WINDOWS 95 80% ... ...21.99-10%" SATS SCIENCE 9.99 pores О /Mastercard/Creditcharge/Switch/Visa 
NHL ICE HOCKEY 98 94% 31.99 -10%" SPECTRUMCD98 . .-.17.99 
NUCLEAR STRIKE FOR WINDOWS 95 88% ...26.99 -10%' UNINSTALLER 4.5 FOR WINDOWS 95 24.99 I 
ср ROM DRIVES i CARD SWITCH 
BRERA LARS Sen BUM E СЫ Nintendo 64+ Controller [ерау РАТЕ SIGNATURE. (ISSUE NO. 1 
П , ^ # ми n г 
SIMM's AND DIMM's GRAPHICS CARDS SAM SUNG SOY CD HOM. pon £99, 99 less £10 І Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item І 
72 Pin SIMM's, 32 ВІТ non-parity, 72Ns access 4 MB CREATIVE 3D BLASTER ...74.99 TX. Nintendo 64, N64 3D Hardware items (mains or battery) are only supplied to the UK mainland 
EDO RAM Sit Extended Data Out channel for «BA Toshnden, Fight Unlimited & Rebel Moon pees А aide m iGentrollar andi Led І Immediate cheque clearance І 
improved performance. Suitable for most ‚Мв MATROX MYSTIQUE 10050 
Pentium and Pentium 1 PC's ” м Sound card, and active speakers 
t m READ/WRITE cp Playstation Value Pack | Cheques payable to vl 
= қ 3Dfx POWER Bo 
* 
i ag Eoo SIM алт HP SURESTORE 71001 £129.99 less £10 Los PO Box 847, Harlow, CM21 9PH І 
S MBS Hoc ete 1999 3599 ORCHID RIGHTEOUS 4 MB 3Dfx 11999 INTERNAL CD RE-WRITER ... ...299.99 . | қ 2. 
16 MB EDO SIMM 73299 61/99 DIAMOND MONSTER 4 МВ 3Dfx 119.99 High performance 6x read and 2x write speed PlayStation, TWO Please tick your choice of gift when you join for a I 
32 МВ EDO SIMM  .....49.99 ...119.99 чай куе snd eitis угы D drive. АШИ Controllers, memory card year (£6) at the same time as buying any one item. 
16 МВ DIMM SDRAM ..34.99 graphics card for peak Performance on SDIKINES PACK OF 5 RECORDABLE CD's ...11.99 and RF Lead ERE If joining by telephone please ask for your gift at the time. Й 
32 MB DIMM SDRAM ...54.99 PACK OF 10 RECORDABLE CD's 19.99 -Deduct £10 off the price of any one item | г -" am 
64 MB DIMM SDRAM ...129.99 CREATIVE AWE64 VALUE ..69.99 PRINTE bought at the same time as a Nintendo 64 | 
Always check your motherboard manual for CREATIVE AWE64 GOLD 14699 PRINTER y | CHOOSE = T DY BAG 
suitablity prior to purchase. EPSON STYLUS 600 We are also market leaders in INCLUDES MINIBOY, GAMEBOY 
COLOUR INKJET mail order Nintendo & I CALCULATOR AND VIRTUAL PET 
PRINTER + FUN 


Incredibly, all three of these electro gizmos have been 
І bundled as one great gift. Miniboy is а keyring console with 
55 variations of 4 classic games. Gameboy calculator is a 
real calculator which looks like a Gameboy when closed 


OR FREE 256K MEMORY 
CARD FOR NINTENDO 64 











! -1 
| E 
| qum 
[Gremlin 





mtem Worin Com $9 | 


WIN 15 PlayStations with Fl and а £2000 PC 






SPECIAL RESERVE BIG CLUB SHOPS 





Not far from the M11, just around 
the corner from the train station 


Tel: 01279 600399 


The Maltings, Station Road, Sawbridgeworth, Herts. 


SAWBRIDGEWORTH 77771-17277 8*7 adc 


We'll beat any locally advertised price by £2. 








All our shops have PC Upgrade and 








43 Broomfield Road, 
Chelmsford, Essex. 


Tel: 01245 348777 


CHELMSFORD 


Just around the corner from the bus station 


5225 


Repair facilities and we sell a range of 
award-winning PC’s from £899. 


IT’S EASY TO PARK 


209/213 St Mary’s Lane, Upminster, Essex. 


UPMINSTER 


2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 


Tel: 01708 225544 

















2 miles from junction 25 of the M1 
near Kwik Fit and Pizza Hut 


Tel: 0115 949 1000 





| NOTTINGHAM 


164 Derby Road, Stapleford, Nottingham. 





EGHAM 


168 High Street, Egham, Surrey. 
Near Windsor and Staines 
Just 1 mile off junction 13 on the M25 


Tel: 01784 473444 








http://special.reserve.co 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204, Some items carry a <1 surcharge in our shops, SAVE = Saving off full recommended price. 
Sent to press 07/04/98 Errors & Ommisions Excluded. Inter-Mediates Ltd, T/A Special Reserve, The Maltings, Sawbridgeworth, Herts CM21 9PG 


351 Gloucester Road (A38), Bristol. 


BRISTOL 


1 У. miles from the City Centre 
and just up from Kwik Save 


0117 924 5000 


UK 

























OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 
through the controller 

OR FREE PREMIER 
FOOTBALL. Full size, PVC 
coated football. Includes 
adaptor. Design may vary 
OR FREE 1 MB MEMORY 
CARD FOR 
PLAYSTATION 


OR FREE 24 CAPACITY 
CD WALLET. Stores CD's in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR 
PLAYSTATION. 

With turbofire function. 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER + HEADPHONES 
OR FREE ACE VENTURA 
2 VHS VIDEO (PG) 
OR EIGHT GAMES FREE 

ON PC CD ROM. Desert Strike, Team 


| Suzuki, Actua Soccer semi-final edition, Lotus 3, 
І Jungle Strike, Toyota Celica GT Rally, Zool 2 & 


1MB MEMORY у J 
CARD 














Normality Inc demo. All games 8 FREE 


OR SEVEN GAMES FREE ON PC CD ROM. 
Civilization, Lemmings, Sensible Soccer, Elite, Elite 
2 - Frontier, Jimmy White's Whirlwind Snooker 4 













Zool. All 7 games FREE on PC CD ROM 


1 Offers subject to stock availability. Alternative gifts 
1. available. Overseas members add £2 postage 





ULTIMATE 
NIE 








The most authentic football management experience on a PC 
ә The most accurate data available (Over 130 fanzines can’t be wrong!) 


* All new, realistic transfer system 
• Play with 6 leagues running at the same time!! (England, Scotland, France, Germany, Italy and Spain) 





In the optional Manager Mode, you can manage The all new interface is so easy to learn and 
the whole stadium and team finances, or even use, that you'll have more time to think about 
float private clubs on the Stock Exchange. players, tactics and training. 


www.ultimatesoccer.com 


Made with love’ by 


<EUROMAG- 


Оагдоа TSO ргеѕегхе с/аѕѕіс маео дате тадагіпеѕ SO Wiel 
they) аге по lost permanently: 





People interested in helping out in any capacity, 
please visit US а те тотад5.сот. 


No profit'isimaderfromithese'scans? nor (о (о) ме offer anything 
аманаб ће готи ће publishers themselves: 


уошсоте астоз5 апуопе Saline) гејеагез от 
15 SUEY, ріеаѕе ао (1014 ѕ50ррог ет апа доле (ЛЕ? Кпом/. 


Thank you! 


